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FOREWORD 


The Central Institute of Indian Languages was set up on the 
17th July, 1969 with a view to assisting and co-ordinating development 
of Indian Languages. The Institute was charged with the responsi¬ 
bility of serving as a nucleus to bring together all research and literary 
out-put from the various linguisitic streams to a common head and 
narrowing the gap between basic research and developmental research 
in the fields of languages and Linguistics in India. 

The Institute and its six Regional Language Centres are thus 
engaged in research and teaching which lead to the publication of a 
wide-ranging variety of materials. Materials designed for teaching/ 
learning at different levels and suited to specific needs is one of the 
major areas of interest in its series of publications. Basic research 
relating to the acquisition of language and study of language in its 
manifold psychological relations constitute another broad range of 
interest. These materials will include materials that are produced by 
the members of the staff of the Central Institute of Indian Languages 
and its Regional Language Centres and associated scholars from 
Universities and institutions both Indian and foreign. 

The present publication entitled ‘Kannada Through Lang¬ 
uage Games’ opens a new vista in language teaching- The book consits 
of a variety of games useful for Kannada teaching. The games have 
been designed to develop all the four skills listening, speaking, reading 
and writing. Designed for both the teacher and the learner it covers 
the major structura 1 peculiaritis of Kannada- 

I hope that this book will not only help teaching/learning of 
Kannada but also wili make classroom learning an enjoyable 
experience. 


4-7-1986 


D. P. Pattanayak 

Director 
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EDITOR'S NOTE 

Very often language teaching materials for the teaching of 
anguages as second language focus on structural selection, gradation 
and presentation. This approach has led to development of sfgnificant 
second language teaching materials by the Central Institute of Indian 
Languages and the Regional Language Centres faculty. While this 
approach is sound in its basic framework classroom experience has 
shown that a structural approach needs to be supplemented with certain 
behavioural orientations in the classroom so as to make the learning 
of a language interesting as well as challenging. The exercises and 

Tnstitm S ° a sec ° n( * lan § ua ge teaching material produced at the 
institute of Indian Languages often try to make learning in the class 
room interesting and challenging. However, group invlement a" 
well as individual puzzle resolution have not been much highlighted 

Ittemnt^fiTin^ through Language Games’is an 

ttempt to AH in this gap. I designed this book for preparation of 

.‘KbS tlfe^teachers^Th^ins^r^jjQl^ TT * aVailaWe 38 

. . ■ aiie instructions are however, written 

tdso ns a manner that could be used directly by learners. This book 
hould be centered only as the first book in a series of books planned 
for language games^ Only some selected language games focussing on 

a ^e en ed hfre w 3 S r U “a 80 " 6 SeleCM »<»PO«nt, 

are presented here. We have identified many more language games 

whtch we would like to present in the subsequent parts of tto series! 


M. S. Thirumalai 
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GAME 1 


Listen Carefully 

Aim of the game : To practise the “troublesome” sounds of the 
Kannada language. 

Type of the game : Individual 

Requirements : Sound cards for each player and master list of 
words. 

The game is basically designed to enable the learners to listen to 
some ‘special’ sounds of the Kannada language and correlate them with 
the Kannada letters. This is an important ability which leadsfto good 
and error-free reading and writing. The game is well suited for 
beginners and can be manipulated to merely practise certain sounds at 
random or for remedial teaching where the learner’s difficulties are well 
known. 

For designing the game some of the ‘problem’ sounds of the 
Kannada 'anguage may be listed first. The sounds may be arranged in 
pairs based on the phonetic similarity between them as shown below- 


k 

kh 

c 

ch 

g 

gh 

j 

jh 


so 

. ri 


ri 

& 
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t 

th 
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dh 
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dh 

ri 
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ri 

ri 

ri 


ri 

ri 
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ph 
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ay 
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ep 
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$ 

ri 

ri 
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ri 

S3 

S3 
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For each of the sounds the teacher may write down 10-15 words 
(minimal or subminimal pairs). This is the master list of the teacher. 
A sample master list is given below. 


MASTER LIST 


ri 

d 

rid 

dd 



efricS 


jtooSo 



dd 





?ra!3 

27313 

riog 


rids 

dd^ 


In addition several player cards are 
also prepared which are relatively 
smaller compared to the one given 
above. The player card may be of 
the following type. The player card 
is a blank card in which only + 
mark is to be indicated- 


PLAYER CARD 


ri 

d 











—__-— 
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Instead of the cards the pupils may also be asked to put these 
columns in their notebooks. Blackboard can also be used for this if 
the class is small. It is after this that the discrimination test is 
introduced. 


Method of Play 

The game may be played in the following manner. 

1. Each pupil is given a player card and he/she is asked to be ready 
with a pencil. If black board is used for playing two players can be 
called to the board a* a time and they are asked to be ready with 
a piece of chalk. The two players can be decided on the basis of 
roll call. For example, if the class has even number of learners 
say, 10, No. 1 opposes No. 10, No. 2 opposes No. 9, No. 3 
opposes No. 8, and so on. 

2- The teacher/instructor starts reading the words in his master list 
randomly. He can also put a pencil mark 1, 2, 3, etc., in front of 
the word dictated by which the order of occurrence of the words 
is known. - • ■ 

3. The teacher can utter the word only once, twice or thrice 
depending upon the ability of the learners to discriminate the 
sounds at the first, second or third attem pt. 

4. When the teacher/instructor says a word the pupils are required to 
listen to the word carefully and mark + in the column which sound 
they hear. Before hand the learners may be asked to concentrate 
on the occurrence of two phonetically similar sounds in the words. 
A sample player card after the test is over may be as follows.: 




4 


Kannada Through Language Games 



t. 

1 

+ 


2 



3 

■F 

4 


+ 

5 


+ 

6 

+ 


7 


+ 

8 

+ 


9 

+ 


10 




5. After a round of 10 words the game is repeated for another 10 
words for the same pair of sounds or different set of sounds. 
When the game is played between two players only, the scores are 
tabulated for 10. 20, or 30 words as the case may be, and the 
winners of the earlier round move to the next phase of the 
competition till the ultimate winner is decided- 

The game may be played by individual learners and a key may 
also be provided by which correcting of invididual player cards can be 
dispensed with. For this the teacher may prepare a masterlist of 50 
words involving both the ‘problem’ sounds. The player card has 50 
columns running either horizontally or vertically. On the back side of 
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the card the answers may be given, i.e., all the words dictated may be 
given or if serial numbers are given for the two sounds say 1 and 2, the 
key is given in terms of the serial numbers of the sounds. 

After a round of 50 words, pronounced orally, the learners may 
be asked to exchange the cards and note their scores themselves. 

Scoring is based on the number of correct responses given. 

The game is highly flexible, for it can be tailored to different 
situations. Whereas for beginners only disyllabic words involving only 
one of the ‘problem’ sounds chosen* the task of discrimination may be 
made more and more difficult by having three, four and five syllabic 
words involving the same ‘problem’ sounds. At a later stage words of 
the type- 

JTOSjSSSf, dSftOtl, 

Tteioed, s!odojo, adotpssto 

c3 

which involve both the sounds may be given. Different type of cards 
by which the order of occurrences of sounds could be known may be 
devised. 
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Here are some wordlists for other problem sounds. 
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cU 


sdss 




eUrJ 






XT 






_) 

<3p 




ipSOD 


epe)S 




tS’gjJ 


'O'CjJ 




o 

sjod 


soss:o 


eradooo 


TO€X) 

eoe>d 

3d 


iijO J5d 

^d 


$ 

sdo^ 

?33$ 

Socl^O 

. erucotfo 

Soc)S? 

=$$ 

ijOJBS? 


erod 


CA5S? 
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20 

d 

— 

dd 

■B 

2Pe)£0 

20C$s3 

ddd ‘ 

23e)Ffo 

2p3d0 

20d 

dd 

23»^0 

2P3&) 

20S3D 

do*o 

233D 

2?e>£) 

aOj 


20O& 

don | 

d 

£3 

©0w(O 

Sfcgl 

eOcd 

®o0C3 

^Je>?c3 

dJ3$C9 

3oo) 

Soei 

3e>d 

2>3£3 

dd 

del 

i^a) 

^C§ 

rratf 

rises 

. «c3 

«el 


e^OCei 


®3J3(\) 
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t) 

_ ) 

dd 

dd3 

.=5DS3O30 

trcSSOOo 

=5^ | =5C0d' 

ddd 

dey3d | 

S0333C3 

( 

1 

£03S03£3 j 

efdOCd 


ddod 

ddod | 

£) 

Qy 

13 

d?d 

-d333^ 

■d$dC3 

S3dd 

ddsq, ■ 

d 

o 

dJ3do 

dJ30D 

pj3d0 

*1300 

crarl 

03f1 

dd 

od 

03 2d 

0328 

eod 

200 

eod 

2oe? 

03000 

03OOo 

ifj3?do 

=5^00 

erod 

erofi 


rf 

s* ! 

?33d0 

d03d0 

dd 

dod 1 

<Oedo 

do<?do 

Cd03d 

cdosdo 

drio 

dorio 

?3j3?d . 

dj3ea 

dodo 

docdo 

cl©ei} 

dj3?d 

dd 

^do 

cSdODj 

dodo; 


_i 

©^ 

3d 

e^d 

3c^r1 

docs 

=5^3 COO 

^^3CdO 

i 

2^33 | 



ey)ey^d 

dco3 

agjdod 

dsddo. 

e^dd^ 

dose 3 

cSjtt'f ©^ 

5&OnjO 

j dodj 

d.ecOod 

1 ©30?©^ 

l 1 








GAME 2 


Pictures and Sounds 

Aim of the game : Practice of pronounciation of sounds using pictures. 

Type of the game : Both individual and group 

Requirements : Pictures of familiar objects where names have 
specific sounds intended to be practised 
in the game. 

Pictures are useful for a variety of purposes in a language 
teaching course. In the beginning stages, they are used for identifying 
objects, visual representation of a process and for emphasising a parti¬ 
cular teaching point. In an extended use pictures can be used effec¬ 
tively to correct/teach some sounds as well for, some pronunciation 
difficulties lend themselves to pictorial illustration. For example, in 
Kannada, qfeJ-dsS, d©_d<!?, ood-<sOod< erotfc-i&tfo 

etc., are a few examples which are picturable. This picturability 
of words involving specific sounds would form the basis of this game. 
It is also important that the teacher is familiar with the pupil's 
difficulties. This familiarity will help him to play his course to meet 
the needs of the learners. The pictures and words chosen for the 
purpose should also confirm to the vocabulary mastered by learners 
at a given stage. The pictures must be pasted on cards of size 6” x 6” 
and mounted on a board. 

Method of Play 

Pronouncing games can be played with the type of pictures, 
described above in the following ways. 

a. The simplest form of the game is identification of an object through 
the word. Take the example of kaalo ‘leg’ and kaaln ‘grain’. The 

( 10 ) 




iPctures and Sounds 


11 


teacher says point to kaalu’ or ‘point to kaalu’ and caiis a pupil’s 
name. The pupil is required to perceive the uttered word correctly, 
associate the word with an object displayed and point to that 
particular object- The picture board should not be kept too far 
from the visual and discriminative range of the pupils because 
when an object is pointed to by a pupil others should be able to 
see it clearly. The pictuers should be sufficiently spaced on the 
ack board. A correct identification fetches the learner or his 
group +1 score 

b. The pictures can be numbered serially 1 and 2- The teacher asks 
which is kaalu, or which is kaalu ? Those who say I can raise 
their hands and those who say 2 can keep it down- Answers can 
also be given orally and those who are right secure a point- 

c. Wherever it is possible to have more than one set of pictures, 
pupils can mark on the picture either the numerals I or 2 or 
the actual w ord itself, given a definite time- The teacher may 
collect the pictures back and evaluate. In such a case, the 
teacher can keep a record of what he says. 

d. The game can also be played by groups of learners, instead of 
individual learners the teacher can form small and manageable 
groups of learners, say 5-5 pupils and convert the game as a group 
game. 

e. The game may be planned to elicit the required word from the 
pupils themselves. The teacher may ask, pointing to one of 

the sketches? ‘In this a.? He can point to a particular 

learner or group of learners and elicit the answer. 

f. With the pictures right in front of the pupils the teacher can ask 
the pupils to draw a .particular one, say ‘balli’. All the pupils 
draw the required picture (a rough sketch will do). Some may 
write correctly and some wrongly, depending upon how they 
perceive the sound T or T\ After a single drawing or after a set 
of drawings the teacher may correct them and award scores. 
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g. To make the game more interesting and competitive the pupils 
may be divided into small groups and one member of each group 
is called to the blackboard. Now the chosen learners start 
drawing the picture on the blackboard or on sheets of paper 
kept at different corners. Other rules are common as ‘f ’. 

h. With the picture cards distributed to the learners the teacher may 
say ‘show me kaaln'. Whoever has a kaalu card (showing a leg) 
will show the picture. If correct he gets +1 score, if wrong -1 
score is awarded. 

However, pronunciation games of this type will lead to develop¬ 
ment of the particular skill in a group activity since the individual 
capabilities cannot be clearly assessed in a group effort. Even if it is 
played as a group game to sustain interest and competitiveness the 
individuals may be called into represent the group. 





GAME 3 


Find the Word 

Aim of the game : Improvement of reading skill 
Type of the game : Individual 
Requirements : Word cards 

‘Find the word’ is a reading game and it helps beginners to 
recognize words and letters well. The game is very flexible in its 
format and hence could be tailored to the specific stages, and specific 
needs of language learners. 

The teacher/learner may list some vocabulary items used in the 
textbook and transfer them to cards or slips of paper of the size of a 
post card. Some of the items taken from the 1st Standard Kannada 
Reader are arranged here as they should appear in cards. 


1 


2 



•gddo 

^sjoo 


edrb 



3jacb 



rfe&3 

23?£]?1 




3 


4 



e3ijdo 

eft 553030 






no& 
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^d 

| 

Ha) WO . 

1 


< 3 do 


gdoid 


j erodo^o 








23ddo 



2oa>03C^D 






3oc)Ott>&3 



sorfoo 






These are pupils’ word cards and several of these are made 
depending upon the strength of the class or the group if the class is 
divided into smaller groups. For each of the words given in the pupils’ 
word card the teacher prepares a small word strip of the type shown 
below. 


SS'BD'S^O 


These strips are put in a tray, or in a bowl or bag. 

Method of Play 

Each pupil is given a word card. The teacher takes one 
word strip at a time. He either reads it out loudly or shows it, or 
both. Any pupil who has the same word in his card as the one he 
sees on the teacher’s strip will raise his hand or stands up and shows 
the word to the teacher. The pupil then has to put a pencil mark 
before the word. If the word identified is correct he gets a-fl score. 
If the identification is wrong the pupil gets -1. When the word is loca¬ 
ted in the card of a pupil who has not located its occurrence in his card, 
that pupil is penalised and gets -1 against his name in addition. By 
this pupils are penalised for wrong identification as well as for non¬ 
identification. This makes it necessary that each pupil reads the words 
in the card. The game is played briskly with only a few seconds 
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between the reading of words. The scores are tabulated after the 
completion of say 50,100 words. In the beginning stages the teacher 
may not resort to negative marking as it is likely to discourage the 
learners and retard their reading ability. However after the learners 
start reading fluently negative marking may be introduced which will 
bring in more competitiveness. 

The game is very much flexible in the sense that it can be intro¬ 
duced after a few words have been learnt. The number of words in each 
card can also be altered. The word strips and the word cards may be put 
in packets and titled. Find the Word Level I, Find the Word Level II 
The following hierarchy may be followed in arranging the words. 

a. Mono and disyllabic words with letters not 
involving secondary symbols for matras : 

sfori idd sdra ^ ®dd. 

b. Mono and disyllabic words involving vowels and 
consonants with matra symbols 

23c). S3, 5 qJ 3, bo'c) d, c33dD, SAJSdO, @dD rio, 

23323, =fedO, =5=3^0, F33C&), 533d. 

c. Trisyllabic words involving vowels and consonants 
without matra symbols. 

rfrid; &doo, enxdd, 

dsoid, 3dd, 3dsd 

2od23, =5^23, gjdtf, 203o^, wd 

d. Trysyllabic words involving vowels and 
consonants with matra symbols 

=5=3d23, 35303&, £?d33d, 

jdnsO, tfjas&a, t^do, 3j3drio. 
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e, Di and tri syllabic words involving anuswaras 

ssc&d, ijoozo, ^osond, tfdoei. 

f. Di and tri syllabic words involving identical clusters 

wfy sjori, 0^3, ridajt 

rj^3; aic^ao, ^0s3o. 

g- Di and tri syllabic Words involving non-identical clusters 

^£3S)j£3 s i3|3e)rL, 

Sd.A)d , g&lai, 53233) & 

h. Di and tri syllabic words involving r-f-c cluster 

<Sq53>Fd, as^Fd, rrao2pecd0F, «^f, 

23®30F, aji^FoS, efO^CdOF, 23dpFd. 


i. Tetra nd pentasyllable words. 

^c\^^ro3C^0, r535dJ^23^C33)3o, 
.MojJSFPj, S33)ijF23(C)T?, 2 
idd^Q3j3)3>(3, AJs3o£)?!iij3!?id , eSjSeKc^d, 

89 6) «3 5 

ftoadriesFcS, qSskFa^arad*, 



GAME 4 


Play with Letter Shapes 

Aim of the game 3 Letter recognition 
Type of the game : Individual 
Requirements 
As illustrated below 

This game is for beginners who are already familiar with the 
letters of Kannada script. The game is based on the resemblance of 
letters of Kannada script and can be used effectively for reinforcing 
writing. 

There are several letters in Kannada alphabet Which ate similar 
in shape and this similarity serves as a criterion for regrouping letters 
of the alphabet. The groups are as follows : 


1. 

d 

3 

4s 


2. 

15r 

odo 



3. 

V 

sro 

eras £9 & 

4. 

d 


4 


5. 

d 

4 



6. 

eO 

& 


sdo ed & 

7. 

ed 

op 

aaj- 


8. 

2o 

to 

to 

td to ^ 


(17) 
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9. 

ri 


10. 


£ 

11 . 



12. 

<3 

<sp 

13. 

JO 



This game call be used to test whether or not the learners know 
the subtle differences between letters of similar shapes. For example, 
the difference between letters p, -ds and oio is the difference in some stro¬ 
kes. Viz., ■* do. Similarly, the difference between ^ £ sd is the change 
in the top curve above the shape era. 

To start with, the teacher learner may prepare a chart of letters 
on the basis of similarity of shapes. The difference in writing methods, 
i.e, in terms of the number of strokes may also be identified and noted 
in brackets. For example, to convert ° into 3 three stockes are 
required (a) - a horizontal line above the basic shape, (b) ! a 
vertical line .above the horizontal line and (c) J a combination of 
horizontal and vertical fine above the stocke indicated in (b). This is 
acalled the ‘talekattu’ in Kannada. Similarly to convert ^ into 

only one stroke $ is added in front of The similar lettters may 
also be put on small cards and arranged in pairs. 


Method of Play 

The aim of the game is to elicit from the learner, either orally 
or in writing, the difference in the letter shapes and the resultant 
difference in sound values of letters. To achieve this an oral game can 
also be devised using the black board.. It is important that this game 
be administered individually since the task involved does not warrant 
group work as such. 
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Oral game 

The following steps may be followed. 

a. Show a pair of letters to the learner for a short duration. 

b. First ask whether there is any difference between the two- 

c. Ask the learner to name the difference between the two. 

To explain he should use the specific names of strokes, e.g., 

3e3&3o„ rfoe&fo, rfor&foae^F, &raotoo, o«?, 

aespF, ?fodoS>, ijsoQ, Oetao, aojs&S^etfo. (If the 

learners are not aware of these, they can be taught in the 
script classes, or they should be made familiar with these 
names after a couple of games.) 

d. Ask the learner as to what sounds these additions stand 
for. 

A score of +5 (+3 for the differences identified and +2 for the 
correct sound identification) is awarded. 


Writing game 

The following steps may be followed.. 
a- Show a letter to the learner. 

b. Ask which letter it is. 

c. Ask the learner to write the other letter of the pair on the 

board making the necessary changes, be additions or dele¬ 
tions as the case may be. 

d. Ask the learner to write both letters on the board and 
pronounce them. 

Scoring is 2 point for letter identification, 2 points writing and 1 
point for correct pronunciation. 
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In the above I have mentioned only plain letters. The game 
may be extended to consonats with vowel combinations and to conjunct 
letters. As regards conjunct letter it is important to! note that there 
are three types of conjunct letters. 


a. Where the first letter repeats itself as in 


23 , 61 £ 3 , Sj , 23 ,. 

K 65 63 83’ *) 


b. Where the second letter is slightly modified as in 

ri-, % d, $, sk ao, k. 

o . c o n a nl oo v 


e. Where the second letter is entirely different 


o*>,, 530 ,. 


In the case of the above, where the same shape repeats itself, 

. 'SP' -w'lysp 1 ■" ‘TS t-. 

where there is a slight change and where there is altogether new shape 
may be ascertained. 



GAME 5 


Script Bingo 


Aim of the Game 


To practise identification of the letters of 
Kannada Script- 


Type of the Game : Group game 

Requirements ; A big card board of size 3' x 3‘ and some 

smaller boards of size 1' X T. 


Bingo is essentially a group game and helps identification of 
letters of the Kannida script. The game is suitable for beginners who 
have some familiarity of the script. The preliminary set up is as 
follows : 

On a big board all the letters of the Kannada alphabet vowels, 
consonants and gunitaksaraas (matra combinations of the consonants) 
are written. This board is the teacher’s board/master board and will 
have 525 letters. All the letters which are put in this board are trans¬ 
ferred to small boards called player boards. In doing so, they are not 
written in a fixed order but randomly and in such a way that no letter 
occurs more than once in the entire set. It is also essential that the 
simplicity and complexity of the letters should be equally distributed. 
The number of player boards required may be decided on the number 
of learners in a group- For example, if the teachers board has 525 
letters, there may be 21 smaller boards with 25 letters each arranged 
jn five horizontal and five vertical columns. A total of 21 learners can 
participate in the game. 

Tne teachers may note that some of the letters such as 3s, 
ri , ris, 4 ^, etc., are very rarely used or not at all used. Such letters 

( 21 ) 
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which are functionally less important may be omitted and they may 
not be included in player boards. 


Method of Play 

The learners are given the smaller boards and are asked to be 
ready with a pencil. The teacher/one of the learners starts calling 
letter by letter in order from his reference board. Suppose the caller 
calls the player with the card containing raises his hand and 
shows the card. He will put a pencil mark in the square if the answer 
is correct and gets +1 point. If the answer is wrong the caller gives 
chance to others. Whoever answers correctly is rewarded with a +1 
point. The wrong persons are penalised and they get -1. Incase nobody 
answers correctly to the call, the caller may find out the card which 
contains the letter and the player is penalised for not responding. 

After a definite time or after the completion of all the letters the 
total scores of each individuals are tabulated. The pencil marks (a dot 
is enough) may be erased after the game and kept ready for the new 
ones. 


It may be noted that the board can be prepared for fewer 
number of letters. It is possible to grade the material to suit the diffe¬ 
rent stages of language learning. It may also be noted that not all the 
letters in a Bingo need be called* It is advisable that prior to 
commencement of the game the number of frames to be called out may 
be decided and announced taking into account the number of learners 
and the time available for play. 



BINGO BOARD 
(80 Letters) 


iwsm 


Upl 




llXil 

i^j 

!!>»■ 

eh 

!!»■ 




m 

mi 




EEI 


MASTER BOARD 









PLAYER BOARD—1 


PLAYER BOARD—2 


0 

£) 

m 

d 



de 

Oe) 

a 


d 

too 

d) 



& 

d 


B 



to 


c ^/° 
v_/ V 

de 

Si) 

e. 

SO 

sy 


S30 


°dC 

i 

8)f 


0 


PLAYER BOARD—3 



PLAYER BOARD—4 PLAYER BOARD-5 









GAME 6 


A Game of Past Tense 

Aim of the Game : Practise of past tense formation 
Type of the Game : Individual 
Requirements : Cards displaying verbs. 


The verb stem in Kannada is a non-finite form to which tense 
markers are added. In addition to these ‘simple’ verb stems Kannada 
also has past verb stems which are used in forming the past tense, past 
participles, conditionals and some other constructions. It is so these 
past stem that contingent PNG markers and aspectual suffixes are 
added. However, past verb stems are not regular, though a majority 
of them are formed by adding the past marker - id - to the verb stem. 
There exist two major classes of verb (a) Weak verbs (b) Strong verbs 
Verbs that take -id- past tense marker are ‘weak’ verbs and these are 
generally disyllabic words which end in consonants predede by a long 
vowel or are polysyllabic verbs. 

nood + id --- nood + PNG‘saw’ 

haad + id : -haadid + PNG ‘sang* 

karag + id-karagid + PNG ‘melted’ 

malag + id-malagid + PNG‘slept’ 

Verbs which take other past markers are strong verbs. The 
examples are as follows : 

Verb stems ending in a nasal consonant tend to add just -d- in the 
past; and if the nasal is a retroflex, -d- assimilates and becomes -d- 
If the nasal is geminate, one of the nasals is deleted in consonant 

cluster reduction. 


(25) 
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For example : 



ann- 

and- 

‘said’ 

tinn- 

tind- 

‘ate’ 

kaan- 

kand- 

‘saw’ (long aa gets shortened) 

un- 

unde- 

‘ate’ 

bar- and tar-are irregular verbs that take ‘d’, the final ‘r’ changing, 

‘n’. 

bar- 

band- 

‘came’ 

tar- 

tand- 

‘brought’ 

Other verbs which 

take ‘d’ 

are as follows: 

biil- 

bidd- 

‘fell’ 

gell- 

gedd 

‘won’ 

bayy- 

bayd- 

‘scolded’ 

sall- 

sand- 

‘presented’ 

koll- 

kond- 

‘purchased’ 

‘e’ and ‘i’ ending verbs take either ‘d’ or ‘t’ 

tole 

toled 

‘washed’ 

bare- 

bared- 

‘wrote’ 

hari 

harid- 

‘tore’ 

kuni 

kunid- 

‘danced’ 

Following are some more examples of‘t’. 

huul- 

huut- 

‘buried’ 

sool- 

soot- 

‘defeated’ 

saay- 

satt- 

‘died’ 

kali 

kalit- 

‘learnt’ 
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kiil— 

kitt- 

‘plucked’ 

al- 

att- 

‘wept’ 

nill- 

nint- 

‘stood’ 

her- 

hett- 

‘gave birth’ 

hor- 

hott- 

‘carried’ 


Examples of other past markers are as follows : 


kod- 

kott- 

‘gave’ 

bid- 

bitt- 

‘left’ 

sud- 

sutt- 

‘burnt’ 

ned- 

nett- 

‘planted’ 

tod- 

kott- 

‘wore’ 

id- 

itt- 

‘kept’ 

ad- 

att- 

‘cooked’ 

nag- 

nakk- 

‘laughed’ 

hog- 

hokk- 

‘entered’ 

mig- 

mikk- 

‘remained’ 

sig- 

sikk- 

‘met’ 


It may be noticed that the strong verbs of Kannada behave 
differently and are quite unpredictable in their past stem formation. 
From language learning point of view, this area of the Kannada 
language is a potential source of intralingual errors, both from the 
point of view of the diversity of past tense markers and the unpredic¬ 
table occurrence of these markers in verbs. 

However, the difficulty could be minimised by familiarising the 
learners with the past tense formations. This game is designed to 
achieve this goal. 
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The teachers / learners can make a list of verbs and put 
them on a sheet or card one verb in each slip. Paper envelopes or 
pouches made of polythene sheets are prepared for each of the past 
tense suffix. The pouche can also be a box with the past tense marker 
written boldly on the box. With the cards put in a big box each 
learner may be asked to pick a card, guess the appropriate past marker 
and after writing the past stem on the black board put the card in the 
appropriate box. The teacher may correct the erring learners while 
they write on the black board. Scoring for each attempt may be 
decided on the basis of the answer written on the board- Each success¬ 
ful attempt fetches the learner-f-1 score whereas for a wrong answer 
nil point is awarded. 

A little more competitive game could be planned using the same 
material. For this, multiple sets of cards are required. Two or more 
groups can use the same set of verb cards and try to sort the verbs on 
the basis of the past stem formation- The class is divided into 2 or 
3 groups. The learners belonging to the groups sit in rows one behind 
the other. In one box an assorted set of verbs is put. On the table are 
small boxes for each of the past tense suffix. With the number of cards 
in the big box being a definite figure say 50, 100, 150, or 200 (for ease 
of scoring) the first group starts the game. Each learner stands up, 
comes to the table picks the card from the big box, guesses the past 
marker for the verb? and puts it in the relevant box. After one round, 
the teacher may check the wrong polling of the cards and make a note 
of the number as well as the verbs that have been wrongly polled. 
Now it is the turn of the other group- This group takes up the whole 
work again and classifies the verbs, after which the teacher or the 
learners themselves may work out the scores of the groups. -f-1 point 
is awarded for each correct grouping and nil for wrong grouping. After 
declaring who the winner is, the teacher may point out the errors and 
give corrections as well. 

The teacher can engage the learners in some composite skills as 
well. The learners may be asked to fill in a blank space meant for a 
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past tense form in a sentence frame. For this the teacher has to list 
the verbs and give each verb a sentence frame as in 

t?s3do sfodCiod-. 

533 &3) d^OjOg) —-• 

34. -—• 

The learners are required to pick one card at a time, fill in the slot a 
correct past tense form to make it meaningful and write the sentences 
in their note books. If played individually each learner may be given 
10 cards at a time. 

The teachers/learners may choose the verbs from the textbook 

also. 



GAME 7 


Use the Correct Word 

Aim of the game : To practise special sounds 

Type of the game : Individuals 

Requirements ; Cards with sentences involving the “ special ” 
sounds of the language • 

This game is specifically designed to practise the “special” soundl 
of the Kannada language. The game may also be played as a remedias 
exercise after the linguistic blindspots or the delusive areas of the 
phonology of the language have been identified through a contrastive 
analysis of the two phonological systems, i.e., the Mother tongue 
and the Target Language. The game may be extended to the other 
areas of the phonology which are found to be error sensitive. 

The game helps the learners to get over their pronunciation 
difficulties. The minimal and analogous pairs of words which are 
provided in the game give more scope for drills. 

Considerable prior preparation for the game is to be done. 
Firstly the teachers are required to list the problematic sounds of the 
Kannada language. This may be done in three ways. 

1. By comparing and contrasting the sound structure of the 
1 earner's/mother tongue with - the target language, i.e, Kannada 
in a SL learning situation. In a mother tongue learning situation a 
contrastive analysis of the dialect the learnsr/learners speak and the 
standard Kannada is necessary. 

2. By listing the special sounds of the Kannada language. For 

example, x, a, kh, gh, ch, jh, th, dh, th, dh, ph, bh, n, t, d, n, s, 
and s. ( 30 ) 
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3. By identifying the difficult areas/sounds on the basis of the 
errors committed by learners. In this case the nature of errors, 
context, reasons for errors and the frequency of recurrence of errors 
have to be taken into account. 


Secondly, suitable minimal or analogous pairs for phonetically 
similar sounds have to be listed. For each sound pair at least five pairs 
of words could be listed. For example : 


k-kh 


n -n 


a - a 


Kana ‘thrashing yard’ 
kara ‘hand’ 
kuru boil’ 
kuuni ‘bent back’ 


khana ‘a silk blouse piece’ 
khara ‘name of a demon’ 
khura ‘horse shoe’ 
khuuni ‘murder’ 


mane ‘house’ mane ‘sitting plank’ 


hani 

‘drop’ 

hani 

‘to bow’ 

gaana 

‘song’ 

gaana 

‘the grinding 
maching’ 

tani 

‘fresh’ 

tani 

‘to entertain’ 

donne ‘plantatin leaf cup’ donne 

‘stick’ 

mana 

‘mind’ 

mana 

‘mound’ 

miina 

‘sign of the 
zodiac’ 

meena 

‘wax’. 

onde 

‘said’ 

ande 

‘that day' 

ottc 

‘wept’ 

atte 

‘mother in law’ 

anta 

‘that’ 

anta 

‘end’ 

snke 

‘number’ 

atske 

‘control’ 
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mottu ‘intoxication’ mattu ‘and’ 

tande ‘brought’ tande ‘father’. 

In the next phase sentences have to be framed for the words so 
listed. For each of the words separate sentences are framed leaving a 
blank for the word under question. Two words of contrast (minimal 
or analogous pairs) are given for each sentence. The player has to 
choose the correct and say the sentence. For example, 

1 . nanna tande alii eradu dina .(uliyuttaare, 

uliyuttaare) 

2 . avaru hattu.soude kondaru (mana, mana). 

Care is to be taken in framing the question sentence. There 
should not be any ambiguity in the sentence and there should be 
possibility for one and only one correct answer. The sentences may 
be written on small cards.. Vocabulary and sentences could also be 
taken from the textbook itself. This will enable the learners to recapi¬ 
tulate the words and sentences already learned. 


Method of Play 

The game is well suited for individual play. 

I. Each learner is given 10 cards at a time. 

2- Five to ten learners can take part at a time. 

3. The names of learners are written on the black board and 
ten numbers are put under their names. 

4. Now the learners are asked to read the sentence aloud and 
complete it with the correct word. 

4. A time limit of 10 seconds is allowed for each question. 

6 . +1 score is awarded for the correct answer and the scores 

are put on the board. 
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7. After a round of 50 or 100 questions the scores are 
tabulated. 

To help score correctly an answer key may be prepared giving 
sentence number and the correct wore, 

The game can a^so be played on a round basis. For this six 
persons can take part at a time and two learners who secure highest 
scores go to the next round to compete with other sueh winners. 
However, the number of questions, time as well as the number of 
players could be adjusted to suit the needs. 

More items suitable for the game a^e given below- 

1. wasacfos, ft traded___ r 

u co 

(es$o3:o4ddo, edo±o4,d o bo) 

2. gde storSafc. (©told IDvsri) 

3. 0333,dd Oe>d S3!>0±>£jC) ... 23^3 

8 CO 

oddd. («d$4 esdd^) 

4. goojoo dJ 3 &d do?d ....eo^cdoo 

co e) «( 

(trradd, §:radd) 

5. Tfciricdcj deed. <3dd?co. 

(233d, 2?3d) 

6. S3.^00033 gosraftsto,,. 

(«do } co^do) 

7. ddJ3c3 s .d,d?dd ^odO 035^. 

(S330, ^30) 

8. «dcd...•a&octaS do&odoss^. 

(n3S3d, rrsdd) 
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9. dd 4 donod>.. (dd, dd) 

10. ddO & .tfc39F&&. (£ddO, f03do) 

u. dsrl sSe&psdeSritfi^ 

d^ddos^d. (3edo, d?do) 

12. food ?33dOOdOe>ZddO 2&,5j&Fri$rt.. 

^seStf ritfcto, ^jsdod dd o <3 -3^. (^, ^sjj) 

13. ddo^dosdd 6 .15% 

(qfo, dd) 

14. S^OCfc.......cbddD dJS>d a <dO0 25^039^,3. 

(dd£&o 4 , q$s3c& 4 ) 

15. zxdo djssjsd efQjooqj. 

(ad, sid) 

16. qSsjoFiJj sidddstefe. (tfstoFsEKcls, 

^ejOF2S?dO) 

17. ’trijdcvS^.3c&-%S s dJeldZOSoOdD. 

(^odasddd, ^codjsddd) 

18. ^os^do & . .sodded geS&oes^ 

zodo^d. (add, ddd) 

19. .203o$ ■S&Jjd^. (woqte,^. wodd,d Q ) 

20. ^rlora e^odd. ZDficdo lioca ®^odqjr. 

(dojsdo, djsdo) 

21. ?jj5cdord.. ?j doodad £edo ?3do &£> 

ojjsriodd. (sssodod, ss^dori) 

22. 3do do2o9osz8do zodd. (&>e3, 
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23. eoed^ sSjs^o. .dog. gdrt sood. 

mmS 

(5=e)dD, 33C&) 

24. . sOodd sOOdc^F". 

(So^jO, 5330) 

25. S3ddD d3e>OJ3 ....Pfa^StoS^d. 

^ 3^0) dOd^) 

26. £3a)$0jo.. rfJSc^ dJSCfoSS^d. 

(®o$c£)Dod, eodoOood) 

27. §Ideddd cOsoDoritfcto, sojsdeo 

^ CO c(«..«..»*»..» .... 

wtfrios^d. (dedo, &do) 

28...dd ^rado £odo <o3*o,do sfogadGldo. 

cd ed ft) eo 

(a» v , aig) 

29. ddo, e/usQd d^dd $ aoOo&cg d 

© 3 00 ... -i • 

(da 8 A 53sd) 

30. ds. ao^-8-. (S3dd, e3d^) 

31. <sdo £do & ....._, sojsdo^js^. 

(*1300, £300) 

82. dod,£r> sgdo^odo dddo.. (dS, 

33. ddjd dUdod ddcdood £eO?1. 

s^d. (asO, dy>5) 

34. 3s?d goritfo ddcdod^sfid d drj 

O -o. 

Tjdjsdod 3odo ddcOogo. (s^qssd, dpsd) 

35. ?3e)^) 3oJ3?dC3c>f} god .. 

(^sracOogo. ep^soscDogo) 

















36 


Kannada Through Language Game s 


36. t S(Ch ^0^0 233^3. (q^, ^1?) 

37. ...wi&tf eijojse;^ sj^rte* wrid. 

(3d£>, ddO) 

38. .®3odd ‘rioc$’ siocjqjF. ($ 3 ^, c33q?) 

39. ...sod-S-^Je)ocfo sjgra&fcJj. 

(eradooo, eradj^o) 

40. .ol9e^ri^o ? (233£, spsi)). 

41. «oS5j(^ ^0).j^FSi^o. 

(adstoft, asssdsraft) 

42. sado SD?dc>xrl^o 0odo £)0os3 

(SSrf, 33E3) 

43. ertosrafttf 3 ad eS^ft 

(3c3$, arad) 

44. a^tfsSc^ ^$300 ertosj id^sd^ £?®3e 
. ($este^ci> o , w0ri3tf 4 ck o ) 

45. .©iodd ‘to’ ®3o20 e$rM. 

(333S3C3, §3355i3£3) 

46. ^£3F PjjscdoFfd sdor>. Ood 

O .. 

e3OC30 3o?jd0. (23d^D^)^, 2p3&)§^) 

47. to^cdOcd {jorra^ eddcOdo, 

••*. 4 v' on co 

(dc§afog, rid&o&g) 

48. (&)5so53dd, 3sdo3fo3jrf ajjdei^ . 

soodooo ®3odo toiioss^d. (£1^ -aoijj) 

4 % rt (233ft, e?3ft) 

•mS 2 J'•* , • , •“ , " ,M • 

. <£odd So el ^oaqjF. (S330D, §330) 


49. 

50. 
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A Game of Alphabetization 


Aim of the Game : Alphabetization and teaching the order of the 

Kannada Alphabets 

Type of the Game t Both individual and group 

Requirements s Paper slips displaying words 

This game is designed to help students learn the order of letters in 
the Kannada script and can be introduced after all the letters of the 
Kannada alphabet are mastered, and adequate mastery of a number of 
words is achieved by the learners. For the sake of convenience the 
game can be made suitable for two levels (1) after all the letters of the 
Kannada script is mastered (2) mastery of all the conjunct letters and 
writing conventions such as the occurrerce of secondary symbols like 
<r ’> <F ’> \j ’ is achieved. 


Method of Play 

In order to play the game slips with only single letter words 
double letter words, three letter words, four letter words, etc., may be 
prepared first. After this slips displaying words with identical conjunct 
letters, non-identical double conjunct letters, and three conjunct letters 
may be prepared. Slips displaying words with the secondary symbols 
‘ r 4 r ’ which appear in the same linear order and also words with 
‘anuswaara’, ‘visarga’ etc., may be prepared. 

Initially the learners may be asked to alphabetize the single letter 
words, followed by double letter, three letter words. After practising 
with these slips all the slips may be shuffled and given for alphabetiza¬ 
tion. Note that no conjunct letter slip is introduced in this stage. 

(37) 
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Once the mastery of alphabetization with the non-conjunct letters 
is achieved, the slips displaying words with two conjunct identical 
letters may be added to the original bunch followed by slips displaying 
words of two, three, non-identical conjunct letters successively. Once 
alphabetization is achieved for these categories as well, the linear order 
conjunct letters such as Vs 7 ", ‘r*, anuswaara and visarga may also 
given. 

As an aid charts depicting Kannada varnamala and Kannada 
kaagunita (matra combinations for consonants) may be kept in the 
classroom for reference by the students. 

It is advisable that sufficient oral drill for reciting the Kannada 
varnamala and kaagunita be given before the game is played. 

As the dictionaries generally adopt printed style of letters, it is 
advisable to introduce the game after familiarity with the printed style 
of Kannada letters is attained. Alternatively the game could be also 
designed exclusively for handwritten style. 

The following may be brought to the notice of the learners. 

1 . Alphabetization in Kannada is based on the order of reading the 
letters in a word. 

2. While reading the two-consonant clusters, for example, si,; 
etc.,'the letters that is written first in full form will be read first 
Then the secondary symbol for the partially written consonant will 
be read, followed by the vowel marked to the full letter. Alpha¬ 
betization i» done accordingly. 

For example : 


+ 0 s + ^ 
S3 s + C3 6 4 £3 — 

CO 

n 6 4 4 g — ft. 
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3. In case of two, or three consonant clusters i-e, consonant4-conso- 
nant-f-vowel, consonant-i-consoiant+consonant+vowel as in 

4 , etc., the first consonant gets the vowel symbol of the 

group. 

4. In case of clusters involving the symbol ‘ r ’ for example ^ 

etc., the secondary symbol for the partially written consonant will 
be read first followed by the vowel marked to the full letter. The 
clusters are formed in the following manner. 


0 s + =5* + © — tfF 
0 6 + jpS + © ~ $F 
0 s + 3 s + *9 — &F 


5. While writing the two-consonant clusters, for example, ^4’ ^ etc., 
the full letter is written and then the secondary symbol for the 
other consonant is written. 


6- In alphabetizing tie rnuswt ara the following consonant will decide 
the placement cf the anuswaara. Note that the dictionaries 
generally follow a separate pattern for arrangement of words with 
anuswaara. In this pattern the anuswaara gets preference over 
other plain consonants or vowels. For example words of the 
type ®ori, tso^o, 3oWo, tfosj), get preference over 
4$. However, if the word is written without the anuswaara as in 
&3,, the usual pattern is followed. 

7. A s regards visarga following consonant will decide as it pronuncia¬ 
tion as in case of compounds, tfdra, sjd, 

etc., However, it is independent in such words as 

e*J'e)y^8 . 

8. Note also that the ‘alpapraana’ precedes ‘mahapraana’. 
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This game can be played both as an individual and a group game. 
The slips prepared like this may be used for testing purposes as well. 
In order to help self-correction all the slips may be arranged in the right 
order and sequential numbers be written on the back- Then the slips 
may be shuffled and given to students for alphabetization. The number 
on the back of the slip functions* as the key for selfcorrection after 
alphabetization is done independently by the learners. 





GAME 9 


Pick the Odd Man 

Aim of the Game : To develop recognition of letters and 

grammatical categories 

Type of the Game : Both individual and group 

Requirements : Sets of letters and words 

This game is suitable for revising letter recognition, and lexical 
sets as well. The game can be prepared for all the levels of language. 
For example, for the recognition of phonetically similar sounds such as 
$-£>, rt-sp 1 , 3-33 etc-, and also letters of similar shape as in 

a-w-.es etc. The game may be prepared for spelling of 
words, and for giving the semantic notions. At a later stage the 
principle may bs extended to teach similarities and differences between 
sentence structures. In other words, wherever the items can be grouped 
on the basis of some character or the other the items may be prepared 
under sets with each set having an odd man, i-e-, an item that does not 
belong to the set. The sets may be prepared in the following areas. 

1 . Sets of letters of the script- 

2- Sets of letters for spelling of words. 

3. Similar shapes. 

4. Sets of conjunct consonants. 

5. Sets of pairs of letters. 

6 . Sets ©f different semantic groups. 

7. Sets of similar grammatical categories. 

8 . Sets of similar sentence structure. 

9 . Sets of different sentences expressing the same content. 

10. Sets of words involving synonyms and antonyms and so on. 

(41) 
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The following are some of the model sets. 

1 . 3 , rt , <§0 

2. u, d, ri, $ 

3. oft, o, d 

4 . £5, B, S3, 

5. o, «, o, rl 

6 . d , d J3, O, d 

7. dop, d, ^, CjS 

8. d, oft, ra, dft 

9. », ds. era, w 

10. d, do, d, ra 

11. 3d, 3d, esdo, 3<°3. 

12. sid, do, zdtfo, de5. 

13. dsdo, <W, dsd,' d^d. 

14. «<s3, ©sft, etf, ®«. 

15. dood, doori, doo&jo, dori. 

16- 5oS3., &o&30., SftS30.,-Sod. 

tO w W 

17. d^d, dd,, sod,, s^d,. 

18. ?33<d, ssaeo, jW, ?raoft. 

19. 3od?ft, fftaedo, dosQTft, traesio. 
20- satf, oodo, 3o4,d, ^odo. 

21. djsd, dodo, dod, t>a. 

22. 3osdo, sood, sftserio, doo. 

23. doe<s3, Wrt, d3^. 

24. ©3^, dor>, dod, sscoo. 



Pick the Odd Man 

25. c5e)O0,, e!i0&30* 

w 

26. sta^rt, eSjaeron,. riotS, SKpssteran. 

27. eA£03Q. ^o^ojoO, ao^.rt, daaosSO. 

oo co v ~ 

28. 3532$, 5332$, SiSSa. ro02>030. 

29. sood?3, 7S,oric$, stood. 

30. 33Fto, 0d3o, ©state, ©s^. 


Method of Play 

The game described above may be introduced at different stages of 
language learning, and may be tailored to suit the particular teaching 
item to be covered or just been covered in the class. 

The learners are given the cards containing the sets of letters or 
words. The sets of letters or words are written in such a way that the 
‘odd man’ occurs at random. The learners are asked to take the cards 
one by one and identify the odd man. The identification can be done 
in two stages. 

In the first stage the card with the set is shown to the entire group, 
and one of the members is required to give the answer. In the next 
stage each of the members of the group take out card by card and try 
to find the odd man. The se scores are noted either on the black 
board or on a separate scoring sheet. When all the cards are shown in 
this fashion, the scores are tabulated for each individual. For this 
the number of cards may be fixed taking into account both the number 
of learners and the time available. 

If the game is played for learning a particular language item, the 
sets may be prepared accordingly and each player is administered the 
same material in different sets. If the game is played for revising a 
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a few items already taught, the sets may be of assorted type which 
involves recapitulation of earlier lessons also. In slightly advanced 
stages the learners are required not only to identify the odd man but 
also to give the reason for considering a particular item odd. In such 
cases, scoring will depend on the correctness of the reason not on mere 
chosing of a particular item. However, this stage is more applicable 
to the mothertongue situation and to the advanced second language 
learn ing. 




GAME 10 

Fan with Bits of Letters 

Aim of the Game : To develop letter recognition ability 
Type of the Game : Individual 
Requirements : Kannada letter bits 

The Kannada alphabet may be arranged into ten groups on the 
basis of similarity of shapes. The groups are as follows : 


1. 

0 

d d 3 o3o 

2. 


STO £9 y 

3. 


^ 

4. 

oO 


5. 


20 to W 23 ^ ^ 2! 

6. 


£ 

7. 

ri 


8. 

$ 

d <3o ■ ■ ' 

9. 


«5P eQ 

10. 

so 
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Recognizing the letter both in isolation and amidst letter'groups is 
an important ability which must be given priority in the early stages. 
The games of recognition and recapitulation of letter shapes provide 
reinforcement and facilitate easy recollection in reading and'writing. 

Two games could be designed based on the similarity of shapes. 


Game No. 1 

In the above chart one may notice that for each of the ten groups 
there is a basic shape. They are as follows : 

1 2 3 4 5 



Letters are formei by adding one or more components to the basic 
shapes, as may be seen from the examples below. 


Group 



Group 2 
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Group 3 


Group 4 







Group 5 





* 


Group 6 


> 


Group 7 





Group 8 
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Group 9 




Group 10 



The following preliminary preparations may be made for the 
game. 

1) The basic letter of each group is written boldly on four or five 
thick cards separately. 

2) The additive components are cut and separated. 

3) All the segments of a group are put in a single envelope and 
the number of segments indicated on the envelope. 

4) The basic shapes and the additive components can be painted 
using different colours. 

Method of Play 

1) The learners are given one envelope at a time. 

2) If the class is divided into groups each group could be given a 
set. The groups could be formed depending upon the number of 
letters they are required to complete. 

3) A definite time is given for the learners and they are asked to 
form the letters by arranging the segments in proper order. 

4) Scormg is based on the number of letters formed correctly. 
A score of 4-2 may be awarded for each letter. 
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Game No. 2 

Like the p evious game this game is also suited for beginners who 
are already familiar with the alphabets. Whereas the basic principle of 
the game is same as the previous one the separation is done in a 
different way. The following steps may be followed. 

1) The letters of a single group are written boldly on a thick 
card. 

2) The letters are broken in such a way that no two shapes are 
identical in the bunch (See illustration). 

3) The segments are numbered (indicated in different colour) 
randomly so that the learner may not get any clue regarding 
the letter shapes. 

4) The segments pertaining to a group are put in an envelope. 

Method of Play 

1) The learners are given one set at a time. 

2) They are asked to form a definite number of letters putting the 
bits in appropriate order. 

3) A definite time may be allowed depending upon the quantum 
of work) i.e.) in terms of the number of letters. 

4) As the groups 6, 7, 8 , 9 and 10 cantain relatively less number 
of letters two or three groups may be given one after another. 

5) Groups 4 and 5 which have more number of letters could be 
divided into smaller groups. 

6) The class can also be divided into smaller groups of or 3 
learners and the work is assigned to groups. 

2 points are given for the correctly forn ed letters- 
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Group 1 




(20 Segments) 



Group 4 


Group 5 


(11 Segments) 



(26 Segments) 
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Group 6 


£ji3 


Group 7 


--A J 





Group 8 




(5 Segments) 


(8 Segments) 


(9 Segments) 


(8 Segments) 


(6 Segments) 



GAME 11 
Puzzle Dip 

Aim of the game : To develop word building ability and 

recall of vocabulary items taught 

Type of the game: Individual 

Requirements : Attractive patterns with boxes for 

letters 

See the follow ing frame. 



The frame consists of several boxes in each line. At the end on 
the right of each line one Kannada letter is given- The learner is requi¬ 
red to write a word beginning with the letter given, for example, line 3 
has two boxes and the letter given is sst. The learner has to recall a 
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two letter word beginning with the letter <9, for instance, 

etc. Words with conjuct letters may also be formed. For ex- 
etc. But the conjunct letters are written in one box. Several 
other attractive patterns may also be given. 

In another version of the same game descriptions of the objects 
specified by the words to be derived are given. The learner is required 
to read the description, recall the appropriate word and write the same 
in the boxes. The teacher may note that this game offers much scope 
to revise the vocabulary items taught. Hence the descriptions may per¬ 
tain to the vocaublary items already covered in the class, or the items 
that have appeared in the text book. 



GAME 12 


Pick a Letter, Say a Word 

Aim of the game : Recapitulation of vocabulary 

Type of the game: Individual 

Requirements : A wooden board of size 1‘ X T and 

one half of the tamarind seed 

This game helps to build words out of a given set of letters and 
while doing so to recall the vocabulary they have already learnt. 

Taking into account the words which the learners have already 
learnt some letters potential enough to form words may be listed. The 
letters are put in 1" x 1" squares drawn on a wooden board. This 
can be done in two ways. 

(a) The letters of the script-vowels a 1 , ^ ero, £> or consonants 
d, ss, ri, 3, &3 (with inherent ‘a’ vowel) can be put directly. 
The following are some examples. 


ri 

d 

23 

S3 

& 



d 

ido 

gO 

V 

ctio 

t 

d 

3 

C3 


0 

a3 




ero 


£AJ3 

e3 
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b) The letters with the vowel combinations for example «e, to, 
3o, sfcs, sa, 33e 3? etc-, may be put in the squares. 




TO 


3o3 

ajjs) 

rt 

32) 



—£> 

rto 



S3 



The number of squares in the board could be reduced or increased 
depending upon (a) the level of attainment of the learners (b) specific 
spelling errors to be corrected. 

The tamarind seed is broken into two vertically. The broken por¬ 
tion has one flat surface and one bulged surface. This bit is kept on 
the board with the flat surface facing the board. (Instead a small 
plastic/wooden disc of 1 inch diameter may be used.) The seed is placed 
at the bottom of the arrow. Two to four players can play the game at 
a time. 

Method of Play: 

1. The first turn is decided by tossing a coin. 

2. The first player pushes the seed towards the letter square with 
an optimum force so that the seed lands in one of the squares. 
If the seed lands on the line instead of a square the player has 
another chance to push the seed. 

3. The player has to form a word beginning with the letter in the 

square in which the seed lands. 
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4. The word so formed should be a meaningful one and proper 
nouns, plural markers, verbal suffixes are not allowed. Only 
infinitive forms of verbs like madisu, tiddu, tinnu, toorisu, 
aadisu may be formed. Thus the dictionary form is treated as 
the standard one. Compound formation—the ones with hyphen 
are not allowed. However, construction of the type etc., 

are considered single words and are scorable. 

5. While giving scores weightage is given to the length of the 

word formed. One point for each of the letters of the coined 
word is awarded. For example, if a player makes a word 
beginning with say ^ as he gets 3 points. If he make s 
a word he gets 4 points. 

6. Anuswaara is considered part of the preceding letter and the 

entire unit fetches 1 point, Similarly, conjunct consonants 
become part of the main letter- In the case of visarga the 
whole unit 3>j, jn such words as dogcO etc-, is 

treated as a single unit for scoring purposes. 

7- The vowel symbols added to the consonants form part of the 
consonants and so also the symbol of length— diirgha. Accor¬ 
dingly ns, de, etc , are deemed single units. 

8. Another game along similar line can be designed exclusively 
for practising consonant clusters. This is a good spelling exer¬ 
cise as well. Instead of vowels, consonants with vowel 
symbols, the board consists of only consonant clusters such as 

d^, 3,, sSj,, t etc. Among these some 
occur in all three positions initia 1 , medial, and final as in ^ 
"breast', ‘detail’, ^4, ‘drown’, and some others only 

medially and finally as in ^ ^ o±>f, d,, d Q . q,. 3,, The 
board for this game is as follows : 
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% 



d 




% 

—J 

TT 

% 


^ ; 




cl 

CO 

d; 

rO 

Cp 

ri 

A 



k&3 

oO, 



w, 

aJ 

d 

ca 

*v^ 

cWn 

eJ 





w. 

aJ 

& 


0±> a 


& 

d; 



dr 

4) 

3jF 


0±)F 


rir 

i 

ad 


This game has the following rules in addition to the ones described 
above. 

1) The player can form a word using the cluster in any position 
—initial? medial, or final. When a word beginning wi h the 
cluster is formed, the cluster has duoble score Le^, 2 points 
are awarded instead of one. Hence words like u ^ 

fetch 4 points, and words like ^ cJ S fetch only 

2 points. 
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2) Any vowel symbol may be added to the clusters and words 

may be formed. For example, for ^ words of the type 
s+>o, may be formed. 

3) Additional weightage of + 1 points may be given for words 
made out of a combination of c + ai, c + au as in 

3 oftr, eroaSj as these are less frequent in the Kannada. 

The scoring is as follows : 

+ 2 + 1 + 1 ■ = 4 

2+1 + 1 4 

1 + 2 + 1+1 + 1 =■ 6 

As in the previous case, this game can be adjusted to smaller 
number of sequences limiting the number of letters. 



GAME 13 


Play for Pleasure 


Aim of the game 


Type of the game 
Re quir merits 


(a) Recapitulation of vocabulary 

(b) Enrichment of vocabulary 
Individual or group 

Word cards 


This game enables the learners to recall the vocabulary items they 
have already learnt and to acquire new vocabulary items. As the game 
is essentially a thinking game more time has to be given for learners. 

The task involved in this game is to form more words from a given 
word by c ranging only one letter at a time. The game can be played 
after learning some vocabulary items- In forming new words the lear¬ 
ners have to recall the words they know. 


The game provides plenty of opportunities for the teacher to revise 
the vocabulary taught in the class or words used in ihe text took. 
Teachers may prepare cards of the following type. Each card may 
contain six words the first one being the model. 


0d, did, 

tre)d, 

15=30, 550, 


23d, 23$, sfcs?. 

d$, 

s3d$, s3od, 


ddo^o, erodo^o, 

dodotfo, 

dododo, dodod, 

dodoeo, 

SfdOCO, <£)dodO, 

erudodo, 

dododo, dodod, 

=dodoe3, 
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235, 

23s?, s3os?, 

3s? } 

s3o$. 

s3o$. 

rid, 

rid, e3od, 

@3od? 

rid, 

ris?, 


=aJ5?0O, 

rijseco, 

ribsoo, 

3oB0D, So^do, 

3oc)S$, 

c3j3?e^), 


dje>?C&), 

•jJSCfo, S'SCSo, 

iuOC&if, 

sjo^d,. 



^s?do, 

esdsfo, 

sdod^o, 


dj$dc3o, 

djsded, (\i?di3, 

rracdori, 

too3o^, 

$3030^, 


£3^3, d^3, 


&9$€0, 

ssrioo, 

®3j3rjOO, 

<£>oeriex>, sojsrioo. 

Method of Play : 





1. Divide the class into groups of three to five learners 

2. Take out one card at a time- 

3. Write the first word on the black board. 

4. Ask each group/learner to change one letter at a time and 
write as many different words as possible within say 5 minutes. 

5. The group should also tell the meaning of each word thus 
derived. 

6. 2 points are awarded for every correct answer l point for 
forming a new word and 1 point for the meaning. 

If any group fails to form the word the group does not get any 
point. 


7 . 




GAME 14 


Mind Benders 

Aim of the Game : Word building and recalling of words 

already learnt 

Type'of the Game : Individual or group 
Requirements : Cards displaying letters 


This game is designed to enable learners to recall the words they 
have already learnt- 

As a prelude to the game the teacher may list some words involving 
a single letter of the type given below- 


^0 


30 

=£odo 


3oO- 

djdodo 


3od 

'fodosdo 

do^O n 

—D 

30$ 

'dOrJddO 

S^Oi^O^ 

30S0 

3d&> 

53 ^O^ 

3c sQ 

Sod^o 

-£> 

3o£) 


aesbj 

■ 3o^o, 

dodo^o 

sjOO^q, 

3030,, 

33o^o 


3oo3 


efs&q, 

( 61 ) 
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Separate cards for each of the fetters may be prepared. Vocabulary 
used in the text book and names of familiar objects, trees, animals, etc. 
may also be taken into account. The game of recalling can be graded 
as follows: 

i) Initial occurrence of a particular letter 

ii) Medial occurence as single letter 

iii) Medial occurrence with another consonant 

iv) Specific conjunct letters 

v) Three consonant clusters suen as etc. 

Additional variable may also be suggested in the form of meaning 
groups, Wi'h this the learners are re ^uired to recall. 

i) Words in a single topic/head 

ii) Words belonging to two topics/heads 

iii) Words of multiple topics/heads 

Method of Play 

1. The learners are given the letter cards one each 

2. They are required to write down (or say aloud if played as an 
oral game) as many words as they can involving the particular 
letter shown in the card 

3. The words they make should be real words and in dictionary 
from, that is, they should be independent words. 

4. Compound words are allowed. Any type of inflections or 
derisatives are not allowed. 

5. The learners are free to add any number of letters before aud 
after the given letter 

6. A definite time limit of say 10 mts or 20 mts is given for 
learners. 

7. The scores are tabulated. 
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Scoring: 

Scoring is based on the length of the word. For a single letter 
words as in sa. ^ the learner gets 1 point, for two letter word such as 
&>do, ?joo, the learner gets 2 points, and for a three letter word of the 
type three points and so on. Whoever gets the highest 

number of points is the winner. In case of spelling errors the player 
losses the word score for a wrongly written word. The teacher may 
correct the words either in the note books of the learners or on the 
black board- 

It is also possible to give the same letter to individual learners or 
the same letter to groups of learners in which case the contest will be 
keen. 

After sometime groups of letters may be identified, such as <33, sad, 
sad, nad, which are very potential combinations of letters and by which 
many words could be made. The learners may be asked to build words 
by adding letters to the given group. 

After the game is over the teacher may make use of the occasion 
to give more words involving the letter/letters from his list of words 
and ask the learners to know the meanings of words. This would enrich 
the vocabulary of the children. 




GAME 15 


The Plural Game 

Aim of the Game : To practice plural formation in Kannada 

Type of the Game : Both individual and group 

Requirements : Display board and cards displaying 

singular and plural nouns 


This game is intended to practice the derivation of plurals for 
various nouns. This game is also intented to enable the learners to 
dentify the number of nouns when plural nouns are presented 

In Kannada plural of singular nouns are formed by adding suffixes. 
In some cases without the addition of a number marker the nouns indi¬ 
cate plural number. For example jana. ‘People’ such words are tretaed 
as mass nouns. 

Plural suffixes are as follows : 

— galu, manegalu, maragaju, kitakigalu 

— ru mudukaru, hudugaru, hengasaru 

— andiru annandiru, akkandiru, taayandiru 

The teachers learners may note that the pluraliser — galu is atta¬ 
ched to non-personal nouns though there are a few exceptions, as in 
doregalu, mantrigaju, etc. where in — galu is honorific. The pluraliser 
— ru is attached to personal nouns including some kinship terms, and 
the suffix — andiru to only kinship terms though there are a few 
exceptions. Also note that some nouns such as akki, hullu, niiru, 
etc., which are mass nouns do not generally take plural markers. 

Asa preliminary requirement the teachers may prpare a board 
giving the plural suffixes under different groups as given below. 

( 64 ) 
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— galu — ru 

— andiru 

Prepare a set of 100 nouns in singular. This set consists of nouns 
belonging to the four groups — ga]u> — ru, — andiru and nouns 
which do not take plural marker. 

Method of Play 

The learners are divided into two groups. Each group is given a 
card at random- 

Members of group 1 call out a noun and members of group 2 
choose the appropriate suffix from among the markers displayed on the 
board and either pronounce or write out the complete word with the 
plural suffix or without it in case no suffixation is required. The 
game becomes interesting only with the proper blend of words which 
would take affixes. The group which gets a higher score is the winner. 

The game may also be extended to cover the grammatical concord 
between the subject and the verb. For this extended game, a few empty 
frames of the following type may be prepared. 

(bekku) aata aadutte. 

1 2 
(anna) niiru kudiitaane. 

(karu) nimma manege nugggitu. 


About 100 nouns both singular and plural are put on separate 
cards and shuffled thoroughly. The model frame is written on the 
board. The learners are required to pick card by card and put the 
singular or plural noun in slot No. 1, the noun slot and complete the 
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sentence by filling the correct form of the verb in slot No. 2, the verb 
slot. The game is repeated when the teacher provides the singular or 
Plural form of the verb and in this case the learners are required to fill 

a 

in the slot the appropriate singular or plural noun. 



GAME 16 

Crossword Puzzle 

Aim of the game : To develop reading skill and word 

building 

Type of the game: Individual 

Requirements : Crossword squares 

Crossword puzzle is a game for mental exercise. It takes a lot of 
time to complete a crossword puzzle fully and successfully. If effici¬ 
ently organized it can be a good classroom exercise as well. Also at a 
later stage the students can be asked to device the crossword puzzles 
themselves. 

Crossword puzzles have to be designed carefully to suit the various 
levels of language achievement. The games could be designed at least 

in two ways- 

a. without clues 

b. with clues 

Crossword Puzzles without Clues 

This exercise involves less thinking and is ideal for beginners. In 
this game there will be letters in all the squares and the learner has 
only to list meaningful words of the language,reading the words accross, 
down and diagonally. The game can be graded with a crossword game 
of 4 to 6 squares as the starting point. Further this can be extended to 
cover familiar sports, eatables, birds, animals, stationery articles, 
names of rivers, mountains, countries, gods and also districts and some 
authors as well. A model is given below. 

(67) 
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333 

d 

353 

=£0 

3o 

nJ 


6 

rJ 

0 



So 

a 


6 


Method of Play 

]. This game can be played as a competitive game by pairs of 
individuals as also by single individuals. 

2. It can also be played by groups of learners with team effort 
each group working it out separately. In this case the game 
may be administered as follows. 

a. The teacher reads out 1 across, the group of learners work it 
out among themselves Then he areads 2 cross, 3 across, 

1 down, 2 down, etc. 

b The teacher may divide tbe class into two and ask the answer 
for what he has read. Here if the person of the team pointed 
out by the teacher gives the correct answer the team gets 3 
points. If the group fails to answer chance is given to the 
other groups. If no one can do it, the clue is thrown open to 
the team. 

c. The scoring may be given in another way also. A two letter 
word gets 2 points, a three letter word gets 3 points etc. 
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The teacher, learner may note the following- 

1. The crossword puzzles of the type given under A may be first 
introduced. 

2. For this purpose the teacher may select words from the current 
lesson and from the lesson previously taught. No new word 
should be introduced. 

3. For very young children some visuals may be given as clues 
aiding them to recognize the words representing the objects 
shown in visuals. 

4. A judicious use of words with aspiriate consonants (mahaa- 
praana) could be used to teach spelling and letter recognition- 

5- Similarly for different maatra combination of consonants the 
crossword puzzle could be manipulated to suit the teaching 
item focussed. 

6. Words may be chosen in such a way that one word or part of 
it in the level of spelling is seen as part of another word. 

— wdsi 

7. The teachers may use mainly the nouns both simple and com¬ 
pound. 

8. Also each conjunct letter should be given in the same single 
box. 

9. Consonants and vowels with anuswaaras can also be given in a 
single box. As 
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These may be given special attention since anuswaara changes its 
phonetic quality depending upon the following consonant. 

10. Meaningless utterances and interjections should be avoided. 

11 • Movement in different directions - left to right, top to bottom 
and diagonal from left corner to right corner is to be exploi¬ 
ted. 

12 . Puzzle may be prepared for different semantic categories. 

Crossword Puzzles with Clues 

This game consists of graded crossword puzzle exercises. The 
grading is based on the number of squares used and the familiarity of 
expressions used in the clues. The simplest of the crossword exercises 

starts with four squares each horizontally and vertically making a total 
of 16 squares. 

The learners may be asked to fill in suitable words ‘across’ and 
d° wn taking the clues from the utterances given- The grading may be 
based on the nature of utterances used starting with simple, 
straight-forward utterances and ending with poetic expressions 
the solution to which requires some deep thinking. As in the case of 
‘crossword puzzles without clues' this can also be played as an indivi¬ 
dual game or as a group game> and the system of scoring already 
suggested may be adopted. 

As regards ‘crossword puzzles with clues’ the following may be 
noted- 

1. Words of the current lesson or the words already taught should 
be used. 

2- No new word should be introduced. 

3. Those words whose features can.be described in short senten¬ 
ces may be chosen. Such features may be either the physical- 
appearance or the use to which the object is put, and any other 
peculiarities, identifying characteristics. 
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4. Synonyms and antonyms can be exploited. 

5. Poetic expressions from the texts may be exploited. 

6. Proverbs and idioms which are familiar to the learners through 
their text may be given importance. 

7. The clues should be in a sentence form that could te under¬ 
stood easily by the learners. 



GAME 17 


Stepping Stones 

Aim of the game ; Revision of parts of speechlreading 

Type of the game: Individual 

Requirements ; Picture of a river, word cards 

This game is essentially a reading game but could be tailored as a 
review lesson for parts of speech as well. 

As a mere reading game it is suited to young learners who have 
begun reading. The game does not require any preparation on the part 
of the teacher and could be played off hand. 

A river is drawn on the board and the task is to cross it by stepping 
stones. If the game is played individually 1 picture and about 10 words 
at a time are enough. If played as a group game two or more boards 
commensurate with the number of learner groups are necessary. The 
picture is shown below. 



(72) 
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For each stone a word is to be spelt and read. The order is always 
from bottom to top. If it is read correctly 1 point is awarded and the 
player can proceed to the next step. In a group game two or more 
drawings are drawn and each group gets its turn for reading the words- 
One member (without repetition) from each group reads at a time. If 
the words are spelt and read fully and correctly the learner or the group 

is said to have crossed the river successfully. The game can be mado 

more interesting by drawing the picture of a river full of crocodiles or 
other dangerous creatures, ready to eat if the pupils do not step pro¬ 
perly and are in danger of falling into the river, if they do not read 
correctly. 

As a spelling exercise, extra emphasis may be laid on spelling the 
word, in which the pupils have to spell out the names of the vowel 
consonant allographs. For example, the words written in the picture 
above could be spelt and follows : 

1. d rioe§*b a, — drf 

2. cd rbeSak despr d ^030200 do — £?do 

3. cd =£030200 99 s? sdj3, ee rl^^o 22 — sdj322 

4. sd cd, ri sddidj ri, o ifjsozoo oo — sdrloo 

5. 20 ^ de, 3 rlod^o ft, ri ^ ^ rt ~ d?ftri 

6. ero, dd, sos, cdo ^dddo #J cdo — eroEusodo 

7. 20 rlod^o d, rdoc&tio ft, <o =dj3o200 oo — dftoo 

8 . So ri 0 e§ 3 jd ^ ^ sd;dq, <0 ^030200 00 — doij^,<O0 

9. 2 o, $ ri ^dddo^ ri, d ^ d — 2 ^rid 

10. 20 ^ -gtf 233, Cdo 3$ 0jj3, d rlod^o e, d ^ $ 

— 2330^3030^ 
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For spelling exercises the vocabulary items could be graded (see 
game Word Lotto) on the basis of complexity. In very early stages 
the single letters with vowel combinations such as 33, cte, ate, de, 
^ etc., could be written and the pupils are asked to spell them. 
This would help letter recognition which is the basis for the reading 
art. 


It is possible to have a permanent picture drawn and the stepping 
stones may be left blank. At the time of play the teacher can write 
the words by means of a pencil and erase the same after play. 

Instead of words written on stones, the spaces may be left blank 
and the pupils may be asked to write on the stone the word pronoun¬ 
ced by the teacher. However, these words should be familiar words 
and already introduced in the class. If the pupil writes the word 
correctly he is regarded to have advanced one step further. If he writes 
wrongly his play is halted momentarily. The number of words could 
be adjusted taking into account the number of pupils and the time 
available. If played in this way this is another form of dictation 
exercise. 

For intermediate learners, the game could be transformed into a 
parts of speech game. Different learners/groups may be asked to fill in 
the slot words of different grammatical categories. Thus, they may be 
asked to form a bridge by putting stones of identical size (i.e., word 
class). If the pupils are able to put in the slots correct words they are 
supposed to have built the bridge securely and correctly. If they err, 
they are supposed to have built a defective bridge. Some examples are 
shown below. 

1. Nouns • tec3, satte, ?)jdo, s&fo, sad, ddo & , ssaa^j, docao ^sa^a. 

2. Pronouns : sa^, ©ddo, ©dsfo, ©do, ©d<& ^sa a. 

& 

3. Verbs — transitive : , fea, \tedo, sa*. stea, adofvfo, Ldo ^sa a. 

4. Verbs — intransitive ; teorio, ado, dd, wfcsio, <^do, a*. ^sra.a. 
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5. Adjectives — true : sotfojo, SoOodo, o±>, 

6; Adverbs — time : a*^, sw?, sSjk^, TtotS, ^ooo^fS, , ssrioo, roi,, 

sj«ps 6 a^ ^>p. 

7. Adverbs — direction : eg, atioort, w?rt, Wrt, ^o?c3, &d, afy, £3,d, 

W£> ^33.Q. 

S 

The pupils may also be asked to fill words from different semantic 
classes- (See game Not at Home). 

In a modified form the game can be made suitable to practice word 
order. A long sentence could be broken and the constituents written 
one on each stones jumbled. The learners are required to arrange it pro¬ 
perly, form a bridge/so that they can cross the stream. If a wrong word 
is written or arranged it means that the learner/group has missed one 
stepping stone and is likely to be drowned. One example is given below. 

■dsri Sdjs.eft© aSofftift ccfteft© fto2o<3o3:>d ?3.£>d dd&3?3 ara© <^3. 

— 8 CO =1 & CO 

arae3 3S?oOd© e&lftqft dd^ed Sdjs/ft© fto&^criod 

y co <=l e/ -& co 

The game is flexible and can be modified for a script/spelling game 
as well. The letters of a letter word may be split and letters are dis¬ 
arranged for example : so’ssdft (siftssd,) cSjsjofcsrazSeft (tSeftcSjaesraojo) 

a) The learners may be asked to arrange the letters to make a 
meaningful word and spell the same. Scores may be awarded 
for each correct arrangement and spelling. 

b) The game may also be modified as a filling in exercise. One 

space is left blank to accomodate a letter (with all allographs) 
for example : eo....ai, as... ft.aft, ^odjse . 

The pupil is required to fill in a letter, complete the word and give 
the meaning of the word. 

c) Another modified version of the game helps sentence instruc¬ 
tion. One basic sentence structure of the type N+V, e g., 
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avanu hooguttaane ‘he goes’ may be provided with a couple he 
of blanks in between. The pupils are required to fill in suitable 
words to make the sentence complete and meaningful. 

For all the games described above scoring at the rate of 1 point is 
awarded for each of the word either read/spelt correctly or written 
correctly, as the case may be. After the game is over the total score may 
also be tabulated. 



GAME 18 
Match the Gender 

Aim of the game : To test the ability of the learners to 

distinguish gender distinctions 

Type of the game : Both individual and group 

Requirments : A display board for displaying gender 

markers and cards displaying nouns 

In Kannada gender distinction is maintained for human nouns as 
well as nouns denoting animate objects. Thus the human nouns and 
other animate objects generally carry information as regards their gen¬ 
ders — masculine or feminine. This gender distinction is revealed 
mainly in two ways (1) by using distinct suffixes or prefixes for the 
gender, (2) by having an inherent characteristic without any overt 
marker. Thus, for instance, ettu ‘bull’ is inherently masculine though 
the word has no overt marker and hasu ‘cow’ is inherently feminine 
even though the word has no overt marker to indicate the sex. Whereas 
the word jaana ‘clever man’ is masculine, the word jaane ‘clever 
woman’ is feminine. In Kannada the following suffixes are attached 
to the words to derive the feminine forms. 

— e jaane, celuve, sundare, gunavante 

— i muduki, hudugi, putri, yajamaani 

— ini sanyaasini, vilaasini, maayaavini 

— itti gaanigitti, agasagitti, binnanagitti 

— rti kelasagaarti, haadugaarti, bategaarti 

In some cases some prefixes are also attached to denote male and 

(77) 
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female forms, example, gandnaayi-bennaayi, gandaane-hennaane, etc. 
In these words gand — the shortened form of the word ‘gandu' and hen 
— the shortened form of the word ‘hennu’ is prefixed to words for de¬ 
noting masculine and feminine genders respectively. Elsewhere pairs of 
items are maintained. 


For example : yuvaka — yuvati 
anna — akka 
tande — taayi 
vidvaan — vidu§i 

The teachers are required to prepare sets of words for each of the 
above categories. It is advisable to play the suffixing game first followed 
by prefixing and paired items. The game may be played in two ways* 

a. The teacher can list a number of nouns for each of the gender 
markers listed above. The suffixes and prefixes are written on cards in 
bold letters and the cards mounted on a board. The board is placed 
on a table or hung on a wall in such a way that the learners are able 
to see the markers. Now the teacher starts giving masculine nouns one 
by one and the learners are required to write down both the masculine 
form and the feminine form in their books. The answers may be 
evaluated and the scores tabulated. In such a play the whole class may 
be kept engaged. 

b. Alternatively the class can be divided into two groups. One 
group is supplied with the masculine nouns and the other the feminine 
forms (particularly for the paired items and the inherent ones) or gender 
markers put on cards. The group with the masculine noun cards starts 
the game by displaying the nouns. The other group locates the correct 
feminine noun or the appropriate suffix or prefix as the case may be, 
and displays it. A maximum of 5 seconds is given for each attempt. 
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after a set of cards, say 50 is completed? the groups replay the game 
with different set of cards and the roles of the groups inter changed* 

After another 50 cards are completed the scores are tabulated- It is 
also possible to restrict the game to the nouns familiar to the learners 

by way of text book or the previous lessons. The game may be played 
as an individual game as well. The method of positive and negative 
scoring may also be introduced for the group game. 




GAME 19 


The Obstacle Race 


Aim of the Game : 
Type of the Game : 
Requirements 


To introduce!practice verbs 
Individual 

Cards of action words 


‘Obstacle Race’ is an interesting game for young children learning 
first or second language. The game can be played in an open field or 
in a big hall- Principally the game is a good exercise on verbs. 


Some of the action words, simple and easily demonslratable are 


written on cards. For example, oodu ‘read’, 
‘stand’, kuuru ‘sit down’, odi ‘kick’, bari ‘write , 
are a few examples. 


toorisu ‘show’, nillu 
hari ‘tear’, kari ‘call’ 


Method of Play 

The learners are made to stand in a row one by the side of the 
other. Each learner is given ten cards with one verb written on each 
card. He is also required to show the card to the teacher. The learner 
is required to demonstrate the action indicated by the verb after walk¬ 
ing every ten steps, just like the hurdles. 

Scoring is done on the success of understanding of verbs and the 
correctness of demonstration as well. Ten A score of +1 mark is 
warded to correct demonstration and nil for wrong demonstration 

When the game is played indoors, the distance may be adjusted or 
else the number of verbs given may also be decreased. The game can 
be made more interesting if time is made a factor. The learners may 
not be allowed to take more than five seconds at a particular place. 
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A list of 108 verbs is given below. 


£bo 4 

doodOj 

sdodo’bo 

si - 

0 Dtfo 

3d:o & 

56 jsefto 

<3od 

20^0 . 

3d ■•■>: :,^ 

sroodo 

ftodo 

0 

sjoorlo 

fjsdo 

&edo 

3?sfc 

aOdi^) 

d?4 


dddo 

2800 

CO 

0 £>bO 

® 0 £§bO 

233 bo 

dd 

3o£l 

ftodbo 

do^bO 

©oddo 

s*. 

cjJ 3^ do 

coStfO 

&J3S? 

0233 lobo 

gr 

eod e^o 

O 

$e3 

ddo 

nlOdO. 

-x 

2 Ddr\lO 

^d 

2 oft 

dO<5? 

boo 

0 

2 o!^ 0 _ 

•0 

So^O 

.X 

235^0 

2 ud £'0 

^$fto 

ddo 

® 0 ^ 0 „ 

dbo 

i§J3?0^0 

2 odftO 

dsoo, 

'gdo 

23^0, 


3jsdo 


brio 

dodo. 

2 od 

® 0 $ 

=s6 

3do 

bdtfo 

ddofto 

Sojsd 

® 0 r\) 

3d3ft0 

3d£>bo 

borto n 

Softo 

0 

20 d 

sijsdo 

0 ft 

303o 

b3o A 

00230 

20d 


0ft 

30bo 

bft 

d$230 

tfjscSOj 

ddo 

0<& 

•8-dodo 

20rio 

0 

00280 

£ 

3oO 

3^0 

mJ> 

003 dbO 

CO 

-8-b 

ddo. 

£33^0 

0S? 

3^030 

0S3&3O 

30d 

So3do 

^00200 

dj30 

0do 

eroft 

dJs3o 

bebo 



GAME 20 


Choose the Correct Letter 

Aim of the Game ; Discrimination of s (^), s (f) and s (sS) 
Type of the Game : Individual!group 
Requirements : Cardboard discs 


Kannada has three sibilint sounds s (*>) the dental fricative, s (^) 
the palatale fricative and s (^) the retroflex fricative. As the sounds 
are employed in written Kannada while in spoken Kannada they get 
merged in to two and sometimes to only one sound as shown below. 



This merging in spoken style is invariably extended to written 
Kannada as well by both mothertongue and second language learners. 
As this is one of the error-prone areas of the sound system, extensive 
discriminatory tests both oral and written have to be devised. This game 
is one such discriminatory game. 

Two caid board discs (one bigger and another smaller) are taken. 
They are placed one above the other and are revetted at the centre. This 
facilitates the easy movement of discs. For words, where the last 
letter is s, s or s the arrangement in A can be used. 

( 82 ) 
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Method of Play 

A number of words involving all the three groove fricatives are 
listed. The letters are separated and are put on different discs as shown 
in the picture- Before administering the game, the teachers may drill 
the words orally which enables the learners to discriminate the three 
sounds. However, the same words may also be used for auditory dis¬ 
crimination as well. Two games can be designed- 

a. Based on listening skill 

1. The learners are made to sit in a circle. 

2. The first learner is given the disc. 

3. The teacher asks the learners to listen carefully and starts pro¬ 
nouncing the words. 

4. The learner having the disc listens to the word, and adjusts the 
letters correctly to make the word and shows the word to the 
teacher. 

5- The teacher checks whether the letters are arranged correctly 
and gives the score. 

6. Now the disc is passed on to the next learner. 

7. If in a group there are very few learners each one may be given 
a disc and scores may be awarded depending upon the correct¬ 
ness- 

b. Based on writing skill 

1. The learner/group is given the disc. 

2. A specific time limit is given and the learners are asked to form 
as many words as they can. 

3. The words have to be written either on the black board or in 
the note books. 

4. After the time is over the words are corrected. 

5. As regards scoring +1 is awarded for a correct word. 

6. The teacher may have a master list prepared earlier, and may 
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award scores with respect to the maximum number of words 
possible. 

In the case of the latter game it is important that familiarity with 
the words is ensured. 

The second disc ‘B’ is designed for three letter words where s, s 
or s is the second letter. In this the learner is required to adjust three 
discs for three letters. It may also be noted that the size of the discs 
could be adjusted to accomodate more or less words. This enables the 
teacher to tailor the game taking into consideration several variables- 
time at the disposal, textbook vocabulary, number of words, number 
of learners etc. 

The same principle may be extended to other delusive areas such as 
aspirate consonants, a and h, 1 and 1, etc. 





GAME 21 


How yon Read a Calendar 

Aim of the game : Practice of recognition of cardinal 

numerals and the use of ordinals 

Type of the game: Individual 
Requirements Calendar charts 

There are two types of numerals ; cardinal numerals and ordinal 
numerals. Whereas the cardinal numerals are used to indicate the sum 

of what is being counted the ordinal numerals indicate the order of the 
item in a set. 


Cardinal 

ondu 

eradu 


muuru 

naalku 


aydu 

aaru 


eelu 

ombattu 

hattu 

entu 

Ordinal 

ondanee 

eradane 


muuranee 

naalkanee 


This game is designed with a dual purpose (a) to familiarise the 
learners with Kannada numerals, (b) to enable them to practise forma¬ 
tion of ordinal numerals. 

In order to play the game the pupils should be taught at first the 
Kannda numerals. 
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0 3 $. 


l 




a. l 


1 2 3 4 5 6 


7 


*7 


ey f no 

-i J1$ 

8 9 10 

For this the numerals may be written with hand movements and 
enough identification tests may be given. 




In spoken forms the numerals have the following allomorphs. 


ondu 

eradu 

muuru 

naalku 

aydu 

aaru 


ond — 

ip _ before hattu/to form ippattu ‘twenty* 
in — before nuuru to form innuru ‘two hundred' 
muuv — before hattu to form muuvattu ‘thirty’ 

mun — before hundred to form munnuuru 
‘three hundred’ 

nal — before hattu to form nalvattu ‘forty* 

naaku (spoken dialect) before nuuru to form 
naanuuru ‘four hundred’ 
ay — before hattu and nuuru to form ayvattu 
‘fifty’ and aynuuru 'five hundred’ 
aru — before hattu to form aruvattu ‘sixty’ 
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eelu 

ep — before hattu 

entu 

emb — before hattu 

ombattu 

tom — before hattu 


tombattu after ip — , muuv — , 


Ordinal numerals are formed by adding—anee/aneya (literal) 
— nee (colloquial) to cardinal numerals- 

Ondane has an alternate form modalanee. — anee is added to estu, 

the interrogative pronoun to form estanee ‘how manyeth’: 

For playing this game a calender having Kannada numerals may 
be used. Additionally a few historical events may be written on a 
board with the event in blue mark and the dates in red ink. The 
following questions may be asked to elicit the numerals- 
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1. tingala modalanee bhaanuvaara yaava 

taariiku 2 ‘What date is it on first Sunday’ 

2. ippattamuurane taariikhu yaava vaara 7 
‘Which day it is on 23rd 2’ 

3 .tingalalli yaavyaavattu sarakaari raje id® 2 

‘On what days there is Government Holiday* 7 

4 ...habba yaavattu 2 

‘On what day is the.festival 2 

5. ...taarikhininda .tuariikhina- 

varege estu sarakaari raje ide 7 

‘How many Govt, holidays are there between.and 

..dates 2* 

6 ....estanee tingalu 2 

‘How manyeth month is .....2’ 

7 ...yaavattu 2 

‘On what day is ..7’ 

8. nimma huttida dioa yaavattu 2 
‘What is your date of birth 2’ 

9. niivu huttiddu yaava varsha 2 
‘In which year you were born 7’ 

10. niivu huttiddu estanee tingalu 2 
‘In which month you were born 2’ 

In addition the pupils may be asked to prepare a chronology of 
important events of their life and later they may be asked to read them. 
Similarly biographical sketches in chronological order may also be pre¬ 
pared and the students may be asked to read them. 

Several group games may also be planned. Cardinal numerals 1 to 
100 may be written on small cards. The class is divided into two 
groups. The cards are shuffled well and about 25 cards are given to 
each of the groups. One member of a group can show the card to the 
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corresponding member of the rival group and elicit from him the nume¬ 
ral. After this the other group takes its chance and performs similar 
action. This continues till all the members of the group finish their 
turn. After this the scores of each gioup are tabulated. For a correct 
answer +• 1 is awarded and for a wrong answer nil point is awarded. 

Reading the page number of a book could be an interesting exer¬ 
cise to familiarise rhe learners with the Kannada numerals. The teacher 
can call out numbers and the learners required to show the particular 
page, Reading of numerals can also be practised with tables and passa¬ 
ges containing statistical data. A sample passage is given below. 

orejod sgpcra^Fd© ddr&o ooafcss, sojsed e33<t0dris?d. oFOOd esrter , 

3Fdodo gjjddjsod sraddd *Srte3D sj^sradd dd 30.LL ^dodo OFOOd jzjzju * 

s.odowD SjsfSrljsod azraddd ° 5 do 300. < ' 3 s?o 5 odo. Orosco 4 ' ooo d?$r 1 ^do 3<L2..^^ 

^^oSodo. OF03O oa.Dodo ge^rLsod roaod© eao stafor® drtoo ss^sjaad dd 

«!dD Soodd S3d 3LK.L ^d^do 3L3a % ^cOodo. wodd getfero o.a.ojio J gado 

cdjsosodo. 



GAME 22 


Number Bingo 

Aim of the game : To practice identification of Kannada 

numerals 

Type of the game: Group game 

Requirements : A big card board 2‘ x 2’ and some 

smaller boards of size 6“ x 6 “ 

This game is designed as a group game for revising Kannada nume* 
ra!s. The preliminary set up for the game is almost the same as the 
one described for Bingo (a script exercise). 

The master board for this game consists of 100 squares for 100 
numerals starting form 1 upto 100. The numerals are written in order 
from 1 to 100, only cardinals. The player boards will be 30 in number 
each containing 10 numbers. All the 100 numerals which are included 
in the master board are put on the smaller boards randomly, such that 
no number occurs more than once. A sample master board and the 
smaller boards necessary for playing the game are shown below. 

PLAYER BOARD—1 PLAYER BOARD -2 


6 

05 ? 


8€ 

kW 

m 

l 

0 G) 
O ©C 

0 

86 

'e 
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3? 

SSe 



£6 


SS 

02. 

02 

3?2. 


itT 

6)^/ 

6a 

W 

-sO 


-3$ 

§t-£> 
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aer 

\\ if? 

8 

63? 

wv 

P-3 
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§L 

WO 

3?0 

60" 

80 

WO 
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PLAYER BOARD—4 


PLAYER BOARD—3 
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Method of Play 

The learners are given the smaller player boards and are asked to 
be ready with a pencil. Here again the numbers in each of the player 
boards could be adjusted taking into account the number of learners in 
the group. The caller who has the master board with him calls number 
by number, and the learners are required to identify the number in 
their individual boards and mark them with a pencil. As markings by 
more than one learner is possible the learners are required to show the 
number to the caller before marking. Every correct identification 
fetches the learner -f 1 point and adds to his individual tally, every 
wrong identification is given—i. Similarly non-identification by a 
player inspite of the presence of correct answer with him would also be 
penalised- The individual scores are indicated on a black board. After 
a definite time or after the completion of all the numbers and total 
scores of individuals are tabulated. After the game is over, the pencil 
marks male by the learners may be erased and the board may be kept 
ready for the next round. 

The game may be improved further including higher numbers and 
also eliciting the answers orally. After familiarity with the numerals is 
achieved, one separate board for three digit numbers, four digit num¬ 
bers may be prepared. As familiarity with the basic numerals has 
already been achieved, these games may be played either as reading 
game or as writing game. In this case also, more attention may be 
given for some blind spots or known areas of difficulty since in telling 
numbers both addition, and subtraction process are involved as in 
hannondu (hattu -|- ondu), ombattu (one-hattu), and the allomorphs of 
numeral bases such as, muur-, muuv-, muuvat-, mun-, etc., for three, 
and naak-, naal-, naan-, for four are used. It may also be noted that 
several morphophonemic changes take place in the formation of higher 
order numerals. The teachers may lay more emphasis on correct appli¬ 
cation of these morphophonemic rules in telling the numerals. 

For instance, the numeral eradu ‘two’ has several allomorph ir- 
before hattu, to make ippattu ‘twenty’, in- before ‘nooru’ to make 
innuru ‘two hundred’, Similarly hattu ‘ten’ has several forms, pattu 
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after ir> vattu after muur, battu after emb-, han- before ondu, eradu, 
hadi- before muuru, naaku* aaru, eelu, entu and hat- before ombattu. 

It may also be noted that the some these figure numbers in 
Kannada could be read in more than one way. For instance a figure 
like 264 may be read as 

1. eradunuuru aruvatta naaku 

2. inuura aruvatta naaku 

Whereas both ways are in vogue the former appears to be older 
form. But for scoring purposes both answer are regarded as correct. 



GAME 23 


Word Bnilder Disc 

Aim of the Game : To develop word building ability 
Type of the game : Both individual and group 
Requirements : Two discs of radious 3" 

This game is suitable for beginners and learners at the intermedi¬ 
ate level, and can be played after mastery over the letters of the alpha¬ 
bet is achieved. The learners should be able to recognize the letters 
and combine them suitably to form meaningful words. 

Two circular card board discs of radius 3” are cut. The lower disc 
is divided into 3 to 6 parts depending upon the level of the learner 
The upper disc which can be rotated by 360o will have 1/3 or 1/6 por¬ 
tion of it cut out in the form of a slit, and is kept on the lower disc. 
The set up is shown below. 
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A. Lower Disc 

B. Upper Disc 

Shaded portion in disc B denotes slit. 

Method of Play 

The game may be played in two ways. 

a. Single Segment Word Builder Disc 

In this method the lower disc will have three, or four or five por¬ 
tions. Each portion will have about 10 to 15 letters. The segments 
may be numbered serially. The letters in each segment may be written 
on the disc itself or a seperate sheet containing the letters may be pas¬ 
ted on it. It is advisable to adopt the latter method so that the teacher 
can change the letters according to the needs of the learners and use the 
the same set up for more number of games. The letters that are selec¬ 
ted may be based on the text book or spelling errors of the learners 
which case the game could be used as a remedial exercise. 

The player is required to concentrate on one of the segments 
of the disc at a time, and build as many Kannada words as 
possible using the letters given in the segment. A stopwatch may be 
used to give only a pre-decided period of time to each player. 

The scoring will be based on the completion of words in terms of 
number of letters formed by the individual player, i.e., the ascending 
order of scoring will be one two, three, four or five. 

b. Multisegment Word Builer Disc 

In this method whereas the overall arrangement is same, the lear¬ 
ner is required to rotate the upper disc, bring the slit to each one of the 
segments at a time and form words choosing one letter from each of 
the segments. In this case also the segments of the lower disc may be 
numbered and the learner will be required to proceed in a specified 
order only. Scoring will be based on the length of the completed word. 
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As in (a) the teacher may modify the contents of the lower disc. 

i) To suit the contents of a particular lesson or lessons covered. 

ii) To suit the length of the word. For example, only two letter 
words, three letter words or four or five letter words depen¬ 
ding upon the level of the learners. 

iii) To correct some of the spelling errors which the learners are 
prone to make, or the errors which the teacher has noticed. 

Both (a) and (b) could be played either as individual games or as 
group games? wherein a team of learners contribute their mite to form 
words. 

The teacher/learner may note that unlike the letters of the English 
alphabet the letters of the alphabets of Indian languages including 
Kannada have a different organisation. There are pure vowels called 
swaras, and pure consonants called vyanjanas The vowels and conso¬ 
nants are combined to form syllables each of which is given a separate 
letter status. In addition, in Kannada conjunct letters have a special 
role to play and have independent status as single entities. Anuswsra, 
and visarga make yet another category as well. Thus if a game is to be 
played out of all the Kannada letters which have independent status as 
independent entities, we need to cover 558 letters including the pure 
consonants and the matra combinations of consonants. Also it may be 
noted that the letters of any language may not have the same and equal 
frequency or occurrence. Tn view of this and also the problem of 
covering the entire set of letters. I give below 20 groups with each 
group consisting of 6 letters. Other letters have to be added and 
separate groups of letters may be formed by the teachers themselves. 

The groups are as follows : 

1. =ao, do, ab, &), tf, s? 

2 . e 0 , d, do, do rJ ^ 

3. d, d, 3d, *5, S 
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4. 

ns. 

20, 

d, 

0, 

& 3 

5. 


dD, 

dD, 

l?, 

*0, e§ 

6. 


rto. 

d, 

do. 

a, e 

7. 

S'e), 

* 


sto, 

^D, 3d 

8. 

ere. 

. do, 

rtD, 

S3, 

O, ^D 

9. 

rt, 

d, 

ri, tf, rre, d 

10. 

3d, 

SAD, 


&>, 

®0, 

11. 

SoD, 

sre. 


&, 

djs, 3 

12. 

25, 


dD, 

3, 

o, d 

13. 

t?«J3 1 , 


$ 

©3d, 

&30j, dD 

14. 

dD, 

3 , 

sto, 

do®, 

d, rt 

15. 

W, 

V 

*0, 

(3 

V 

3, dD 

16. 

s3dd, 

3, 

o, 


d, dD 

17. 

cdjs, 

ri. 

SoD, 

3, 

d, 0 

18. 


, dc 


, if, 

ft, en: 

19. 


d, 

®£), 

3, 

dD, ■$ 

20. 


3d, 

d, dD, ?jd, $ 


While forming the groups of letters care should be taken to form 
groups of letters so that these groups would lead to the production of 
words occurring in the text book prescribed. Also the groups may be 
formed in such a way that some of the groups will demand greater deli¬ 
beration on the part of the players in forming words. 
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The teachers may also note that there are very few words having 
pure consonants. As such there is no need to include pure consonants 
in the list of letters. However, if items borrowed from ether languages, 
are treated as Kannada words and written with pure consonants they 
have to be included, in which case the teachers may accommodate the 
pure consonants as well in the groups of letters. It may also be noted 
that pure consonants and each conjunct letter is a single entity for scor¬ 
ing purposes. 

As the scoring depends on the length of the word derived, there is 
bound to be some controversy regarding the length of the word itself. 
For instance, take the word baruttidda, banda. Do these have to be 
treated as independent words or phrases 2 In such cases it would be 
good to follow the norms of a standard dictionary. Only those items 
which occur as main entities in a dictionery are regarded as words. If 
this principle is followed, then the players would be required to restrict 
themselves only to derivation of verbs in singular imperative. Similarly 
plural formations, ease inflected words are also to be deemed as phrases 
not words- This applies to verbal derivation such as aspects, 
gerunds, tense inflections, etc. However, in case of disputes, the cita¬ 
tion form in a standard dictionary such as, Kannada-Kannada Nighan- 
tu, published by the Kannada Sahitya Parishat, Bangalore, should be 
considered as correct solution to the problem. Reference to the 
dictionary will also be called for to decide whether an item derived by 
a player is a single word or a double word etc. The dictionary would 
generally put a word without space in between its components. In case 
of a compound verb this practice is not adhered to even in the dic¬ 
tionary. However, if the entire form is given as a single main entry it 
should be treated as a word. 

Similarly words involving anuswaaras would also pose problems for 
scoring. But it is justifiable to consider entities such as a$o. sko. etc. 
as single letters for scoring. While giving the letters in groups, these 
form may be given with the anuswaara also. The applies to visarga as 
well. 




GAME 24 


A Game of Antonyms 

Aim of the game : To familiarise antonyms of Kannada 

Type of the game: Both individual and group 

Requirements : Cards or paper slips (“2 X 3”) dis¬ 
playing antonymous words. 

Vocabulary items of a language are organised in various groups- 
One of the ways could be on the basis of the antonymous nature of the 
vocabulary items. These antonymous items are generally pairs, one 
conveying the positive meaning and the other conveying the negative 
meaning. Use of one the items recalls the recognition and use of the 
other member of the pair. In view of this association learning vocabu¬ 
lary becomes faster if the antonyms are also taught along with the 
words. 

Antonyms are of different types. In the first category, we have 
contrast of content such as x (light x darkness)- There is 
another category wherein the vocabulary items are negated. These in¬ 
clude pairs such as x eaWg. In another category we have pairs of 
the type rfo d x X ^a^an based exclusively on the culture- 

The other types of antonymous pairs are as follows : 

x 

?3<£)x<3<£) 

07 07 

erocj x ©rio 

Q 

c3t) X 

&0o3d x -g-Ocao 

X SoJ3?j 

(100) 
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eoOab x -g-ocoo 

30$ X SoJSnJ 

The antonyms available in a language may be also arranged 
hierarchically in terms of their difficulty. For instance, the pairs of the 
type x involves only a prefixing whereas the pairs x 
involves the acquisition of two different vocabulary items. I suggest 
the group listed above in the following manner. 

1. Indentify as many antonymous pairs of items as possible. 
Textbooks and supplementary readers both current and previous may 
be consulted for this purpose. 

2. Classify the antonyms into groups and also arrange them hier¬ 
archically in terms of the difficulty level, suggested above. 

3. The antonymous words pcsisive and negative may be written 
on separate slips. 

4. For playing Ihe game two types of shuffling can be done. In 
the first type each type of antonymous pair will be kept separate and 
the students given the groups one after the other in terms of the diffi¬ 
culty level. Tn the second type the cards will be mixed up at random 
irrespective of the subgroups. 

Method of Play 

The learners will be divided into two groups. One group is given 
the slips conveying positive meanings and the other group is given the 
slips conveying opposite meanings i.e., antonyms. 

A member of group Twill puli out one slip and reads its content 
aloud. A member of group II is required to give the antonymous 
equivalent of the word called. If the answer is correct the group is 
credited with a + 2 score. In case he fails to do so another member 
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of the group may be asked to give the antonymous equivalent. In case 
the group succeeds in giving the exact answer the group is credited with 
a+l score. If the group fails to give the answer it looses 1 point. 

The teachers may keep a key separately which may be read out at 
the end of the game for scoring the points. 

This game helps learner to recall the vocabulary items with their 
corresponding antonymous words. The game also should be arranged 
m such a way that some of the words will have to be guessed and re- 
eaUed. In other words the game will include words whose corre¬ 
sponding antonymous words would not have occurred in the textbooks 
and would have not been given as part of the exercises. Such a guess 
work is possible in most of the types listed above. 

This game may be played in conjunction with the game of synony¬ 
ms as well as the game of sets of words. No game is really worth if it 
is an end m itself. The teachers can devise more games by linking the 
contents of one game with those of another, and to other parts of the 
language as well One of the ways of extending this game is to make 
the learners think more and involve themselves ia more intelligent guess • 
work. To achieve this we may give a positive or negative content and 
then a description of the opposite meaning, thus making the learner 
think and supply the answer. The description may be in the form of a 
sentential clue as given below. 

Positive word : ‘formal’ 

Negative : 1. ro« a cJ a&rf ateLrarte© . sjd a csssojo©^. 

* 4 Q co 

: «?3®gje530d- ‘informal’ 

&f\ erusorfex© .sadafofo. tsdozaftcra d 

‘ a ' 


Another way would be to extend the game to cover phonologically 
contrasting pairs. Sometimes these phonologically contrasting pairs 
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will have another contrast in content as well. 

233S0 X 233e§ 

SjOOdO^ X 

Some other times the contrast may be restricted only to the pho¬ 
nology/script. In the latter case a sense of alliteration or rhyming etc., 
is aimed, as in 


x£$ri 

cso(3o x < 3 ocjo 

e^OOGoS X 

Another way would be to seek antonyrnous pairs in sentential ex¬ 
pressions. Here also from the simple use of alia or ilia to derive the 
opposite meaning one could go on to more complex opposite meanings. 
For example, a sentence may appear positive like but its content in¬ 
tended would be negative 

Another wouid be the use of different intonations. 

esfoo f33oo, 6 . 

tr 

Thus it will be seen that the complexity of the game would increase 
if we proceed from single utterance to sentence types, and to various 
intonation patterns. 

In some of the complex games described above, the scoring patt¬ 
erns could be changed to suit the game. For ex. for sentential games, 
a scoring pattern of +5, —2* may be followed and the time allowed 
may also be changed accordingly. 








GAME 25 


A Game of Synonyms 

Aim of the Game : Elicitation of synonymous words 

Type of the Game : Individual!group 

Requirements 

Word cards. 

Synonymy is one type of relation that exists amongst words. Sy¬ 
nonymy may be defined as the phenomenon of sameness of meaning 
conveyed by different lexical items. By this definition one can identify 
substitutability as the characteristic feature of synonyms. But cent per 
cent substitutability does not exist. For example, we have a number 
of words involving ‘hand’ in Kannada. 

V 

‘to cheat’ 


‘hand post’ 

S.sdsi 

‘capture’ 


‘handcuff’ 

ito o3o 

Si 

‘stake hand’ 

ei 

‘hand work’ 

e3 

‘handiwork* 


‘slip/miss’ 

w 

‘artistry’ 


‘good touch’ 


‘hand shake’ 


‘transfer’ 


‘future as revealed by the lines on the palm’ 


‘water for washing hands’ 

CO 

‘palmistry’ 


(104) 
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‘masturbation by hand' 

a&L&s 

‘manuscript’ 

afc®4d 

‘signature’ 


‘handi work’ 


‘sculpture by hand’ 

csarSflaors) 

‘marriage, the act of holding 
one’s palm’ 

CO 

‘hands like flowers’ 


‘one who holds bow in his 
hand’ 

dcrarij 

‘tip of the hand’ 

3d3odo 

‘handicraft’ 

3ds3d, 

‘handout, hand bill’ 

3ds% 

‘kerchief, a piece of cloth kept 

in hand’ 

3dtf330 

‘a folk art involving various 
hand movements’ 

3drid 

‘achieve mastry’ 

3dS33<D 

‘sword’ 


In the above examples four different words for hand viz., %, s&L,, 
sraes, 3d, are used. But their contexts are specific in the sense that they 
are not mutually substitutable. Words of the type ^dd^ ‘manuscript’, 
3drt^ra ‘marriage’, ‘mastery’ are not possible. Eventhough the 

meaning of the word does not change they are not in use. Thus, absolute 
synonymy does not exist. It is only the partial synonymy that is often 
spoken of. Therefore a weak rather than a strong version is given to 
synonymy. According to this version there is no exception that words 
will be substitutable for one another in all contexts without distinction 
of meaning. However in a given context it is possible that one item 
may be substituted for another with the overall meaning of the utter¬ 
ance remaining the same. 
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At the lexical level absolute synonymy can exist when more than 
one name is given to the same physical object or condition- Such perfect 
synonyms though rare are found in the borrowed Sanskrit words. For 
example names of gods as aeoSod, soefrira are syno¬ 

nyms. Words for water Sedo, ao, eradtS similarly words for lotus 
3 jo&k, sjsQsi, kok etc., are synonyms. 

In the course of teaching a language vocabulary could be learnt 
much faster if synonymous relationships are emphasised wherever they 
afford such explanation. 

The following games are designed to familiarise the learners with 
the synonyms of the Kannada language. 

Game 1 

This is a matching game. As a prelude to the game the teacher 
may prepare some word cards of synonms. For this the vocabulary 
used in the lessons or in the material introduced already may be taken. 
In the MT learning situation the words which the pupils already know 
and use in day to day conversation may be chosen. They are put on 
different cards. At this stage single synonyms of the following type may 


be introduced. 

a. Sanskrit — Kannada 


djsrtoo 

‘skin’ 


3oriex> 

‘shoulder’ 

Qesj 


‘lamp’ 


rfca 

‘temple’ 



‘cat’ 



‘forest’ 

b. Kannada — Kannada 



‘door’ 

£3027 

©rio® 

‘bolt’ 



‘thread’ 
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ctoOd 

‘powder’ 

tocdoc© 

0j0^C/j3d 

‘field’ 

djsd, 

riostf 

‘tablet’ 

add 

dodo 

‘sieve’ 

do£3D, 

&J 

dd ,© 

Cv 

‘slippers’ 

codO 

W 

03 3^ 

‘more’ 

30£j ^ 

cJ 

dad 

‘blouse’ 


t§J3d^3 

‘neck’ 


dd 

‘loan’ 

dowo, 

sO 

esd 

‘grind’ 

30do 

■Bdo^ 

‘twist’ 

esrid 

dodS33^ 

‘washerman 

rfdOj 

&©<!, 

‘cat’ 

Standard literal - 

- Non-standard spoken 


3oj3 

ed, 

cJ 

‘father’ 

33020 

«5da 

<£/ 

‘mother’ 

5e)(^0 

5a)c^0 

‘forest’ 

n. 

o 

c$c3bs5 

‘in between' 

sSododo 


‘search’ 

dog 

aoo 6 

ro 

‘deer’ 

ddS 

eodoo 

‘broom’ 

dod 

efts. 

eJ 

‘dhoti’ 


533dd 

‘juice’ 

a&L 


‘hand’ 

e33d 

tsorraoo 

‘feet* 

dosoeoo 

do&ri 

‘small pot’ 

enjsi3 

djs^o 

‘food’ 

^jod 

doart 

‘water pot' 

d4 

C330 

‘street’ 

ddo 

rJj£0&3 

‘waist’ 
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Dialect — Dialect 




253, 23c» 

‘tea’ 

do23 

00 $ 

‘rail’ 



‘waist’ 

eJ 

33t3o, 3rari 

‘plate’ 

03^0 

oc3£>, S3?fo 

‘forest’ 


£330, 3e0 

‘street’ 

wdoo 

233071, &&0Oh 

‘broom’ 

Z$Zj ,0 

cO 

rfoyo,, 6d 

‘slippers’ 

■ 

rljserao 

‘neck’ 

waforl 

cJ 

SoO3o©, SJ33<!?rt 

‘upstairs’ 


aesdtsrt, sjK>;i 

‘lamp’ 

afc&jsksrf 

SdJ303, 

‘owner’ 

soosJrirorf 

a 

iloejsioozS 

i> 



SAJSSid^, 

‘chameleon 

rto&j 

w W 

■ rio23„ rioo^S 

sJ e 

‘sparrow’ 

ejs?oo 

-^2323 

‘squirrel’ 

' ^dos?, 

V 

aedos?,, 2TO93 rid 
s’ % a 

‘onion’ 

tsojsrid 

a 

20S3^ 

‘potato’ 

&5£j, 

cO 

230do, 

0 . 

‘father’ 

C3Sto 

<£> 

- 23sd,, €523, . 

<3 . &J 

‘mother* 

cooe3 

CO 

&3rid 

‘deer’ 


• Synonyms across professions 


C33djd0 


‘doctor’ 

s3o?cdo 

237?3,Sjd 

* S> 

‘teacher’ 

€o?3n3d 

2nj3<?rte&d 

‘worker’ 

ri®$ri 

~3o305$sd 

‘milkman’ 
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f. Synonyms in the same domain 



233^, ^0020 

‘more’ 


5a0200 

‘creeper* 

?ojscxJor 

d£ 

‘sun’ 


worrad, 

<=l 

‘gold’ 


?j03S 

‘rod’ 

odoos& 

3dora 

‘boy’ 


^dor5 

‘girl’ 


coorfto 

‘lady’ 


ojOcjGiiL 

5 

‘person’ 


wa 

‘near’ 

5 

^OO^j 

‘minister’ 



‘minister’ 



‘book’ 


sSesraodo 

‘agriculture’ 



‘pen’ 


It may also be noted that some of the synonymous words would be 
dialectal variants — both regional and social. In such cases it is impor¬ 
tant to put the standard form in the main card and other dialectal 
forms as subsidiary entries. It also gives the teacher an opportunity to 
familiarise the learners the dialectal variations. The above list also 
contains a few borrowed words. But they have been nativised and are 
being used very frequently in day to day conversation. 

Method of Play 

For purposes of play one out of the synonymous words which is 
used in Standard Kannada and is easily intelligeable may be written on 
separate card and this may be regarded as the main card. Other cards 
displaying the remaining synonyms are sub-cards. 

Each pupil is given 10 main cards at a time. These cards have 
serial numbers whereas sub-cards do not have serial numbers. The 
main cards can also be written in bold letters to distinguish them from 
sub-cards as shown below- 
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The pupils are given the synonymous cards for these 10 main cards. 
They are required to group the words meaning same. Depending upon 
the task involved a definite time may be allowed, say 10 mts. or 15 mts- 
The maximum score is the same as the number of synonymous cards 
present in the set. If in a set of 10 cards there are 20 synonyms at the 
rate of 2 each 20 is the maximum score. The actual score of the pupil 
is the number of cards he has been able to group. If a learner 
is able to group only 12 cards for the given 10 cards he gets only 12 out 
of 20. 

The game can also be played as a group game wherein a group of 
3 to 5 learners is required to group the synonyms. 

The teachers can also choose the categories (a), (b), (c), (d) and (e) 
in the list of synonyms given above to suit the situation and the level 
ofthe learners. By devising such games the teacher can introduce old 
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Kannada words, Sanskrit borrowed words and dialectal variants for 
standard spoken Kannada words. 

An oral game can also be divised wherein the pupils in groups 
compete. In this case the teacher can write a word on the blockboard 
and try to elicit maximum synonymous words for the word. Whichever 
group succeeds in giving a synonymous word secures 2 points. 




GAME 26 


Sentence Boilder Pouches 

Aim of the game ; To develop sentence building ability 

Type of the game: Individual 

Requirements ; Cards of the size 4“ X 4“, boards 

and transparent pouch material (a 
thick plastic sheet), or corner clips for 
mounting the cards 

In a language one can produce innumerable number of sentences 
These sentences are however based on limited number of structures It 
is necessary to make the learners aware that by using a finiie number of 
sentence structures they can produce an infinite number of sentences. It 
is also necessary to make the learners aware that one part of a sentence 
may have a control over another part of the same sentence and may 
induce suitable changes, even within a given sentence frame The 
learners may be made to note that there are different sentence patterns 
m a language and that these patterns are used for different purposes. In 
order to achieve these things substitution appears to be an important 
facility m the hands of the language teacher. In a sentence structure 
there are several components and the words in each component can be 
substituted only by a word that fits suitably in that place. 

The game of sentence builder pouches is designed to help the lear¬ 
ners construct newer sentences by substituting elements in a given sen* 
tence with new words or phrases. The learners will come to know that 

using a finite sentence structures they are able to produce infinite number 
of sentences by this process. 

In order to play the game the teacher may first identify as many 
different sentence structures as possible from the lesson given in the 

(112) 
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textbook. For instance in Kannada the following sentence structures are 
easily identifiable. 

es^do 

efsjrfo 

99 

efsjdo cdjjsDsri sodded _ 

Oelajo syjrO^^ajc^Oj 

c\3c)i^) STLOdrl 26j3$r1j3f£3. 

sfctfo. 

?395^) rJ(\)5jj3ii 2oJS?r1j3?£3. 

zSca^ncs. 


For each of the above sentence structures thus identified a board 
containing pouches (made of transparent material, or the cards display¬ 
ing the camponents could be mounted on the board with corner clips) 
may be prepared. The number of pouches on a single board will depend 
upon the number of constituents identified for each sentence structure. 
For example? the sentence ‘adu mane’ will have two constituents and 
thus two pouches. The sentence structure ‘adu dodda mane’ has three 
constituents and thus has three pouches. The sentence structure ‘avanu 
hooguttaane has two constituents and thus will have two pouches. As 
may be seen in the last example the verb is inflected for Person, 
Number, Gender as well as for tense. Accordingly for such verbal 
constructions it is necessary to have one small pouch for person 
Number, Gender and another for Tense. 
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For this game cards of the size 4” x 4” may be prepared. For PNG 
and tense pouches cards of the size 3” x 3” or 2”x 3” would be enough. 
These cards are mounted on a big board of the size 2” x 3”. If pouches 
are made of transparent material like a polythene sheet the cards could 
e kept in the pouches and the pouches fixed to the board. Alterna¬ 
tively the cards could be mounted on the board with the help of corner 
clips. The motive behind this is that the learners should be able to 
see the written material easily. In each constituent pouch (other than 
pouches for P N G and tense) 20 cards may be kept, with different 
words in each card. However the PNG and T pouches will have only 
limited number of cards and cover all the Person, Number aud 
Genders. A sample set up may be of the following type. 


Illustration I 


Pouch 

Pouch 

Pouch 

Pouch 

Pouch 

1 

2 

3 

4 

5 





-c3 

essfoo 

eru3&3 



-s? 


SoQ 

wcso 

1 

Q 

ns)' 

1 

-o3o 




1 

e/ 

6$ 

1 

-0 

■53. 

—0 




-a 

esjdo 

CcLOw 

CO 



-c3 


TOfcS 



-s3 
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Method of Play 

1. The board may be kept on a table in a slant position resting 
on the wall, or may be hung on the wall so that the learners 
can see the entire set up well. 

2. The pouches may be numbered and strict instructions are 
given to choose one card at a time and in proper order from 
left to right following the serial number of the pouch. 

3. In the initial stages the boards may not contain the PNG 
pouch. In the initial games individual verb with full inflection 
will be given. For example, for a sentence of the type ‘avanu 
hooguttaane’, the board set up may be as follows 


Pouch 1 

Pouch 2 




&doSc> 6 

eco 



®3 

<S?5g) 


o^sjo 

diiotSc) d 

_o 


5J>83f?3o^cS 

rJOSo 

sosdoia d 

mS> 

SdajO 

_o 


—a 
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4. The learners will choose one word from pouch No. 1. After 
this they are required to choose an appropriate word from 
pouch No. 2 . In the later stages PNG pouch can be given as 
shown in illustration I, in which case the learners are required 
to choose one word from pouch No. 1, one word from pouch 
No. 2, a verb from pouch No. 3 and then suitable PNG and 
tense markers from the small pouches at the right extreme. 

5. The learners are required to write down the completed 
sentences in their notebook. It is advisable that the teacher 
himself demonstrate the method of choosing well before the 
learners venture to do it. It would be more appropriate if the 
game is first played as an oral game in which case the reading 
and speaking skills are also improved. 

6. It may be noted that for the present and future verbaljconstru- 
ctions there is very little sound change and consequently very 
little spelling change, whereas in the past tense constructions 
there are lots of changes involving both sound and spelling. 
Hence it is suggested that items involving past tense be given 
only after the learners are well acquainted with past tense 
formation rules. Additionally subgroupings can also be made 
for the different past tense markers like -id -t- -t- -d- -d- 
etc., and different exercises are planned for each of the 
markers. 

7. For each board it is possible to identify the maximum number 
of sentences that could be generated using the cards in the 
pouches. 

8. In the initial stages the items for this game should be so chosen 
that none of the combinations would lead to any ungrammati¬ 
cal or semantically non-acceptable sentence. However, such 
a condition is not necessary for the later exercises since the 
producing of the grammatical and the semantically acceptable 
sentence itself will pick up form. 
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As regards scoring +1 socring is given for a correctly sentence, nil 
scoring may be given for a wrong sentence in the initial stages. If the 
teacher has identified the potentiality of the frame and then has a list 
of possible sentences that could be generated from a frame, scoring 
can also be given for a number of correct sentences, arrived at by the 
learner. In slightly advanced stages +1 for a correct answer and -1 
for a wrong may be given. 



GAME 27 
Kinship Game 

Aim of the Game : To recognize and use kinship terms 
Type of the Game : Both individual and group 
Requirements : Word cards of Kinship terms 


his game helps the learners, both mother tongue and second 
language, to recongnize and use kinships and kinship terms in Kannada. 
I give below descriptions of kinships as well as their equivalent terms 
commonly used in Standard Kannada. This list may be used as the 
key for the game. 


1. esra 



G9 

2. 


3. 

Oodi\ 

0J 

4. 

ocdo^ 

5. 

eS 4 

6. 

0Ek> t 

7. 


8. 

«S„ 

—0 

9, 

o&^rt 

10. 

O^Cdo 


(3orf) 

$J3&3jS3o30 (^©C5) 

3c6js>ecj0, (djdc^sj^o/^sjtfo) 

tfjsWjidsto (ScjcOo) 
cgoe^ojo sscOo (^ocScdo oft) 

TT 

ora s6od.§ 

« 

sfrrte rioc^ 
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11. 

is 

dodCuO «0£v/^CuuCdo dod. 

12. 

022 — 

£ 

dodojo s^cOo/ssa^oojo 3So°to. 

13. 

2^4 - 

^odcdo ddc; fe , ddj^Dd (E3^®3do) /sscOdcoo 
doficdo dad. 

14. 

— 

u & 

©doDoodo dod/dodod) ddO,?3 dodd. 

0 

15. 

- 

Zg^dj. 

16. 

CR, 

q5*° 

1 

23^dO & 

17. 

riod — 

^dddddo, ZoZD^ donddO^ dXddOiradddO. 

18. 

e6od^ — 

^SoQddsb, 2 oK>j dodddD} dDdodccto?ddsd. 

19. 

dod — 

d^od &3d fe 3eH?dd. (dod/S9COo) 

20. 

dodsfo — 

d<^od zed & sstfddsfo. (dod/sac^o) 

21. 

dJa)d — 

dodd dod/dod^cdo dod. 

22. 

dj®d dJe)d ~ 

a 

dJ3dd £5 £3 . 

£9 

23. 

23^ dJ3d— 

djedd ddc^. 

24. 

dOO^OOD — 

sso&ojo s^ddgdo ara^ddsfc. 

25. 

djsd a dj — 

dodctio «es /saoDoafc o^d dod. 

26. 

d^isd do^ ‘™" 

O £) 

sdcOodo ori/dodcdo ora d aSodd 

U £9 V 

27. 

5oO dod/ddd<& — <£oOftod djsdoo do&jdddo/aoo&jddsd. 

28. 

•3-0 dod/dod& 

) — e^OOHod ^J3dOjO0 3o0d,ddd0/ 

o oo ej 

sdo^ddsd. 
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29. 

— 

riodid e^/doA. 

80. 

rjJSoJ ' 

sdorlid s6od£. 

31. 

sDerldo — 

e^odoid/^j^odo dod sscQoritfo. 

32. 

—• 

3odO& ^orf/Se)OSOOjD dod. 

38. 

C5j3Ci C3 ■*— 1 

a es 

didAod sdjsdoo sdo&jdsj. (ddOj &id 
era o&Od e5) 

m qoJ 

34. 

C3je>Cl — 

a o 

didAod djsdoo sdo^dsd^o. (ddo 
e^o&Od^g) 

35. 

spssd — 

e^fd/^oAodo rSod 

36. 

©Scudded ~~ 

rioted dsdo^. 

37. 

spssdido^doid - 

- dod^odo dsdo^/or^. (dsdo^d) 

38. 

®dOOI50 1 .2> —■ 

_J9 

023 Id dorf. 

K 

39. 

idoodeg — 
-0 2> 

eeSodo SsjcOo. 

£3 

40. 

O' 

- dodged (doA/.o^d) Aod. 

41. 

- 

ricdid, ora^id/dedo & d dodvl. 

42. 

3j3?dd$QdO - 

- o^id/doAodo sdori. 

43. 

&js?cdd idjssd 

— stioDoodo ora /dsdo,. 

£0 Ql 

44. 

^jsfdd^ . — 

dododo od A /doA. 

45. 

3j®edb - 

— o^/doAcdo sjori^o. 

46. 

C3e)CdJ3& — 

ora ddo,p£>d idoti^D. 

£9 fe tf 



Kinship Game 


47. 

ktiilojosjdo — 

sjo&fycdsjtio. 

48. 

~ 

sjorl. 

49. 


sdori^o. 

50. 

dosde — 

riocd aooc$& MO. 


The game may be played between two individuals or between 
members of a group. 

Method of Play 

One individual will say that he wants the word for a kniship say 
‘his elder brother’. To ascertain the information he will say that he 
would like to have the kinship term for ‘one who is born to his parents 
before him’. Another member will give the appropriate kinship term. 
The game proceeds in this fashion. 

It is necessary that the description of kinship relations are given to 
the individuals/members of the group be!ore the game is commenced. 
They will not be given however the kinship terms. The game can also 
be played in reverse fashion. In this reverse game one person will give 
the kinship term and another member is required to give the description 
of the relationships. 




GAME 28 


Pat them Together 


Aim of the game : 

Type of the game: 
Requirements 


Practice of sandhi rules (of borrowed 
words from Sanskrit) 

Individual 

Word cards for Sanskrit Sandhi rules. 


Sandhi or Morohophonemics has to do with changes that occur in 
sounds when two words or portions of seperate morphemes (meaning¬ 
ful units) come together to from a new word, or when they are adjacent 
in a sentence. The following types of changes occur. 

a. Insertion of some other sound between the two adjacent sounds 
(agama sandhi) 

b. Deletion of one or more sounds (loopa sandhi) 

c. Replacement of one or more sounds by another sound 
(aadeesa sandhi) 

d. Re-ordering of preceding or following sounds. 

Whereas the above rules apply to native Kannada words, the treat¬ 
ment of Sanskrit words is different. The Sanskrit loan words, which 
are quite abundant in Kannada follow the Sanskrit morphophonemic 
rules. These rules, often called Sanskrit Sandhis are four in number. 

1. Savarna diirgha sandhi 

2. Guna sandhi 

3. Vriddhi sandhi 

4. Yan sandhi 

( 122 ) 
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Put them Together 

The above sandhis are described in the following rule. 
Rule 1. 


u (u) 


o o 

a (a) 


a a 

i (i) 


e e 

e e 

> O -f- 

a i 

a i 



oo 


a u 

a u 







Examples : 


ganga 

+ 

udaka - 

gangoodaka the water of the 




ganges’ 

nara 

+ 

adhama- 

naraadhama ‘the meanest among 




men’ 

gana 

+ 

iisa - 

ganeesa ‘lord Ganesh' 

eeka 

+ 

eeka —- 

eekaika ‘one only" 

asta 


aisvarya- 

astaisvarya ‘eight wealths’ 

sista 

+ 

oodana ——— 

si§taudana ‘remained food' 

mana 

■+ 

audaarya ——— 

manaudaarya ‘liberality of mind’ 


i (i) ii 

i (i) + a (a) > O + ya (a) 

u (u) yu (u) 


Rule II 
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Examples : 



nandi 4 lisa - - 

— nandissa ‘the king of the nandis’ 

prati 4 aase 

- pratyaase ‘ambition’ 

ati 4 uccha - 

- atyuccha ‘the tallest’ 

Rule III 




u (u) 

uu 


U (u) 4 a (a) 

>04 va (a) 


i (i) 

vi (i) 

Examples : 



guru 4 

upadeesa — 

-guruupadesa ‘teacher’s advise’ 

guru 4 

aajne — 

-- gurvaajne ‘teacher's order’ 

vadhu 4 

icche — 

-vadhvicche ‘bride’s desire’ 


The following sandhis are less frequent as compared to the ones 
said above. 

Rule IV 


t + VC (vowel or a d + vc 
voiced 
consonant) 

t d 

Examples : 

vaak 4 iisvara-vaagiisvara ‘the lord of speech’ 

dik 4 bala-digbala ‘the power of the four 

corners’ 

mahat + upakaara-mahadupakara ‘greatest help’ 

vit + bala ——— vidbala ‘the power of money’ 
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sat 

+ 

anga - 

- §adanga ‘the six components’ 

sat 

+ 

bhaaga ——— 

- sadhaaga ‘the six division’ 

sat 

+ 

vidha - 

- sadvidha ‘the six types’ 

Rule V 






k 

n 



t + N — 

-n + N 



(Nasal) 




t 

n 

Examples : 




vaak 

+ 

maya —- 

vaanmaya ‘treasure of language' 

dik 

+ 

muudha- 

dinmuudha ‘thoughtless’ 

sat 

+ 

maana- 

sanmaana ‘respect’ 

sat 

+ 

mata- 

sanmata ‘the six religions’ 

sat 

+ 

mukha- 

sanmukha ‘six faced god’ 

Rule VI 






c 

cc 



t —f - s 

cch 



j 

jj 

sat 

+ 

carita- 

saccarita ‘good conduct’ 

sat 

-f- 

siila- 

sacchiila ‘good beheviour’ 

vidvat 

+ 

jana ——— 

vidvadjjana ‘galaxy of scholars’ 


This game entitled ‘put them together’ is designed to practise the 
sandhi rules cited above. As a prelude to the game the teachers may 
prepare word cards with split words, i-e., the left portion of the examples 
shown above. For example 
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00^, 4- sroriajo 


Sdo-s® + 

© _0 


For each of the rules mentioned above cards have to be prepared. 
The following are some sample cards. 


tfSoioed 

|jese)^F 

B$J3?§u^30 


*12335$ 

J3>?Sdi§>0 

^osssjjdra . 

A$33023eD 

ijOdcO^edra 

sdO 


o^a§d.d 



drJe) nJ^^joS 


^dj^ecjcdo 

®d 2pc^ !^j 

2o0?^ij 

rlod^sfcSed 

Oe>SjJ3CdOC3 

3od^ 

?fod§od, 

deideocj 1 

sjoaoed 

^ooi^od 

ftded 


SjOSoi)^ 

^odj^edcdo 


cdDSoI^F 

desjl^F 


•joas^ood^ 



ijOSo 3 ^ 
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WSS^.CXkF 



rioo^ 


ifertrt 



CD 

S33rt ?<£ 

CD 

£>rt eS 

CD 

assort 

eDOclC^Je^Sd 

?£> 

CD 

2^C3e)rt0Cj 


eart^jSj?^ 

®3B23 & OjO 

sorted 





c3e®33^od 

ed00^?4^ 


.2P3rtj^?dQ3d 

„?dodo 

o 

03B3&aF 







Method of play 

1. Divide the class into two groups (a) and (b). 

2. Give each pupil a card. 

3. Group (a) starts the game. The first pupil takes the card 
out and shows it to the rival team. 

4. One among the pupils of the rival team can say the resul¬ 
tant form (only one chance is allowed). 

5. If the answer given is correct the groups gets 2 points. 

6 . Then the group (b) gets its chance to ask the rival team. 
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7. The first member of the team (b) taken this card and shows 
it to team (a). 

8 - Now one member of the team (a) can give the answer (no 
discussion is allowed.) 

9. If the answer is correct it gets -j-2 scores, if wrong it gets nil 
score. 

10. Like this after the entire round is finished the score of the 
groups are tabulated. 

In smaller classes of say 10 pupils individual questioning is possi¬ 
ble. Each pupil may be given 10 cards at a time and they start the 
play by taking one at a time (the cards are kept in one closed envelop e 
or kept on the desk inverted so that the learners do no; shuffle the 
cards and try to pick simple ones.) After all the 10 cards are finished 
the individual score may also be tabulated. 

The game can a so be played as a written gam; wherein the pupils 
are given a definite number of cards and they are asked to write the 
answers in their notebooks in a specified time. The reverse game is 

also possible in which the papis ha/e to split tie a'rea iy combined 
word. 



GAME 29 


Senttaee Lotto 

Aim cf the game ; Improving reading skill 

Type of the game: Individual 

Requirements ; Sentence cards and sentence strips. 

This game is also based on reading skill. A carefully, well planned 
Sentence Lotto* game is a good alternative to the monotony of texbook 
reading and it provides a welcome change. Before sentence leading is 
practised word recognition may b« given. 

For the game sentence cards are used. The sentence for the cards 
may be taken from the lessons already taught. Five to ten sentences 
are put in one card as follows : 


A 

B 

o. 

waioij^o. 

sjodrf tic*. 

'gdo e/usd dql 

rto^). 

odo eocj 53od. 

edo s5o?3. 

4 

4%r\ - s3?s?. 




wsfob 35^00 tfo&o&oijcfo. 

&9S& t5tf^35e>OD ^0^0*55^). 

SDoddo. 


(129) 
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| edo dad j rlodori^o sstfrl soj^eddo* 

| ?3ddo sBd dado das^dco. j sssO^od dj^do wrlo^d. 

Tile game may be played in two levels. 

A. Word Letto 

About 12 vocabulary items of different classes are selected 
from each of the sentence cards. If there are 10 learners 100 
words are accumulated. These words are later put on small 
strips as shown below- 




Method of play : 

Each pupil is given a sentence card. If the game is played by 
groups, groups of not more than three pupils is made and each group is 
given one card. Now the teacher puts all word cards or strips in a tray 
or box and starts reading one by one taking one at a time. A maximum 
of ten seconds initially and at later stages five seconds is allowed bet¬ 
ween words- When the teacher reads each word the learners start 
reading the sentences and try to locate the word in their cards. If any 
learner can lor ate the w ord within the specified time the learner is 
credited with five points. If there is no response within the time the 
teacher may locate the word in the learners care and mark nil point for 
the learner. This particular work can be done easily by indicating the 
sentence card number in brackets in the word itself as shown below. 



rloos^) 




rioosy) (a) 


Sjotf (A) 


(A) 
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This will enable the teacher to locate the learner who h s the word 
in his sentence card. This way not- much time is wasted between words- 
In case of wrong responses of the type for ^ for dqj, ^f^tor 
s3oed 5 nil point is awarded. As there are 100 words each student gets 
at least 10 chances to score a maximum of 50 points. T he number 
words may be varied to suit the time at the disposal of ihe teacher. 

B. Sentence Lett© 

Instead of word cards the teacher can have sentence cams in 
the form of strips as shown below. 




Then the teacher will have all the sente res that are included in the 
sentence cards in the form of strips. After giving each learner/gro ups 
of learners he reads out a sentence, or shows the card to the learners. 
After listening or reading the sentence the learners start reading the 
sentences in their respective cards. Whoever locates the sentence and 
reads it out is credited with 5 points. Only 10-15 seconds are allowed 
in the beginning and in later stages five seconds arc allowed. Other 
rules are same as ‘Word Lotto*. The game can be played with repeated 
sentence in sentence cards and at a faster pace as well. 

As in ‘ Word Lotto’ this game provides much scope for variety and 
grading in content- The nature an 1 the type of sentences could be 
altered to suit the level of learners’ linguistic achievement- I give 
below 20 types of graded senteces which could go into the sentence 
cards : 

1. 'Sicjo S^rO^. sSoC to. 

2. gdo ^0^) 

3. e Sjcvfoj ofc^CjO. 38 

4. eSoc§3 ? •gdo z3oc§i> ? 
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5. e ^ ^ dr^edo. g? ^ 33^ <^cdo. 

6. sgjsaidd. « *5^ ed^odoedo. 

7. odcdrl sde^o. <ddr1 ? 

8. cd;dd sd^ wddodo sdO$soo. dcd 4 SjQ$g 
5oC)53Bdo3ojo S^OfSOO. 

9. Midori gs^. fcs^Orl de3 $a^. 

10. qsJCrt ^edo t?dsa. gsiOrt *3o8S rt 

O 23 

11 . dfdo 
ilrtedo'djs. 

12. essddo =5=elp -pceose. esddo ^Jo ric&o£e> 

‘ C3 

13. $3?j0 2o£90 ifjeJ^O. ^fdd So£c)0 .MO 

ra o e» «(o* 

14. c3dfdo edocjcdoocj socd. 0iddo emsOod scocddo. 

15. esddo -dsri sods d. essddo wri aos 

“*° O _£ 

16. osid^ ^Ort sdjaer1os3e). ^ 

djs.Otf 26 ji?rfo. 

U CO 

17. £es£) d&cdg el©?fi 8 o 0 ? ?35ddo «rl 

&C ^JS5HC30,. 

00 — 



GAME 30 


A game of Negation 

Aim of the Game : Practise of negative forms 

Type of the Game : Individual 

Requirements : Word cards displaying separately both 

positive and negative forms. 

Negation in Kannada is expressed in different ways. Whereas 
beeda, alia and ilia are some isolated words used for expressing nega¬ 
tion, in other instances suffixation is used. Broadly the negative forms 
in Kannada are classified as synthetic and analytic. 

A synthetic negative from is formed by adding Person, Number 
and Gender markers directly to the verb stem. 

maad- maadenu ‘I will not do’ 
maadanu ‘He will not do' 

maadanu ‘She will not do’ 

‘Analytic’ negative forms are formed by adding the negative mark¬ 
ers illa/alla to the verb. In sharp contrast to the synthetic negative 
forms‘analytic’ forms are the same for all persons, i.e , they do not 
agree with the subject in PNG. ‘ilia is the negative of the copula iru ‘to 
be’ and ‘alia’ is the negative of ‘aagu’ ‘to become. 

a. idu pustakavalla ‘This is not took’ 
ivaru raaman alia ‘This is not Raman’ 

b. avanu hoogalilla ‘He did not go’ 
naanu iiga allilla ‘I am not there now’ 

(133) 
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Analytic forms have been found to be prevalent more in collo¬ 
quial speech while ‘synthetic’ forms are more common in literary 
Kannada. Synthetic forms do occur in spoken Kannada in limited 
cases. Wherever they occur it is very difficult to isolate the negative 
particle or morpheme. ‘Analytic* form are more transparent and 
marked as there is either ilia or alia, the frequently occurring negative 
parti-cles. Even in form there is difference. Whereas in some cases 
alla/illa is added to the verb resulting in a single form, in some cases 
they are written separate. 


a. pustaka alia 
pustakavalla 


b. illi ilia 
illilfa 


In the case of majority of forms there is one to one matching of 
affirmative and negative forms. 


bandu ‘having come’ barade ‘without coming’ 

bandide ‘(it) has come’ bandilia ‘it has not come’ 

bandare ‘if comes’ baradiddare ‘if don’t come' 

banni ‘(you) come’ barabeedi ‘(you) don’t come' 
bartaanaa ‘willhe come?' barallavaa ‘will he not 

come ?’ 

In addition there are a few models such as beeda ‘don’t want’, 
kundadu ‘should not', -laar ‘cannot’ bear ‘should not’ which are also 
employed frequently to express negation. 


haaiabeeda ‘don’t sing' 

oodabeeda ‘don’t run’ 

nagabcedi ‘don’t laugh (you) 


barakuud adu ‘don’t come' 

noodakuudadu ‘don’t see’ 

tinnakuudadu ‘don't eat’ 
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oodalaare ‘cannot run' 
nadeyalaare ‘cannot walk’ 
baralaare ‘cannot come’ 

barabaardu ‘should not come’ 
kuura'oaaradu ‘should not sit' 
haarabaaradu ‘should not jump’ 

The affirmative and negative relationships for these models are as 
follows ■ 


bal ‘can’ 

X 

laar 

‘cannot’ 

bah ad u ‘can’ 

X 

baardu 

‘cannot’ 

bahudu ‘can’ 

X 

kuudadu 

‘should not’ 

beeku ‘want 5 

X 

beeda 

‘don’t want’ 


However the hortative model -oona does not have its exact nega¬ 
tive counterpart as the following example shows. 

maadoona ‘let us do’ 

maaduvudu beeda ‘let us not do’ 

(literally ‘doing don’t want) 

Flash cards for the affirmative and negative form may be prepared* 
With these flash cards a variety of exercises could be’planned. 

Oral game 

The aim of the game is to elicit negative forms for affirmative ones 
and vice versa. This game is limited to negations expressed by suffixa- 
tion. 

This game is played as a group game. The following steps may be 
followed. 

a. Divide the class into two groups. Each may contain 
10 members. 

b. Decide the first turn by tossing the coin. 
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c. The first member of the group give* an affirmative form of a 
verb, *ay aa^uttaane with all the its PNG markers. 

d. The corresponding member of the opposite group has to give 
the corresponding negative form using the same verb in the 
same tense. The answer would be aadalla. 

e. The teacher himself may correct the answer or he may prepare 
a chart with affirmative forms on the left side written in blue/ 
black ink and negative forms written on the right side in red 
ink. In case of doubt the learners may refer to the cards and 
score themselves without the teacher. 

f. Whenever a group member answers the question, his answer 
is scored +1 for a correct answer and nil for a wrong answer : 
he also gets the chance to ask a negative form for an affirma¬ 
tive form in return. He questions the same member, i.e., the 
first member of the first team. 


g. After one question each form members of rival groups the 
turn is passed on to the next. 

h. The scores are tabulated after eaeh membsr finishes his turn. 

i. The pupHs may also be asked to repeat a verb, in which case 
the affirmative and negative forms for different verbs both 
regular and irregular in different tenses may be practised. 

f. At a later stage the game may be repeated using affirmative 
and negative sentences. 

‘I have coms\ 

‘I have not come’. 

‘He can come’. 

‘He cannot come’. 


naanu bandiddini 
naanu bandilla 

avanige barookkaagutte 
avanige barookkaagalla 
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niivu uurige hoogiddiri. ‘You had gone to the town’ 

niivn uurige hoogirlilla. ‘You hadn’t gone to the town-* 

The writing game may also be practised using isolated utterances, 
story telling in affirmative and negative, anecdote narration etc- 

Activity : Apart from the oral and the written game, the learners 
may also be engaged in a certain type of activity by which they can 
practise negation. The following set up may be used. 

A wooden or card board disc, is taken. The disc is divided into 
two semi-circles ‘A’ and ‘B\ The ‘A’ semi-circle has positive or affir¬ 
mative forms and ‘B’ semi circle has negative forms. These are distri¬ 
buted in the semi-circle outside the. inner ring. At the centre there 
are two needles P and N, (P for positive and N for negative) made of 
bamboo wood or tin. The needles are fixed at the centre and are 
movable. At points ‘O’ on either side two obstruction points are kept 
which prevent the movement of needles beyond the semi circle in 
which it is fixed. 
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a. The teacher first fixes the needle P for a particular form- 

b. He calls one of the pupils and asks him to fix the needle N to 
the corresponding negative form of the one in ‘A’. 

c- The pupil has to locate the exact negative form of that ques- 
tion word and move the needle to that word. 

d. If for a correct answer the learner gets +1 point (which can 
be noted on the black board) and nil point for a wrong answer. 



GAME 31 


Break the Block, Build a Word 

Aim of the Game : Enrichment of the vocabulary of 

children. 

Type of the Game: Individual or group 
Requirements ; Cards displaying words. 


This game enables the learners to familiarise themselves with two- 
letter and three-letter words. The task of the learners is to form as 
many two-letter and three-letter words from a given word. The game 
also enables the learners to know mors and more supplementary 
vocabulary. 

The teachers and/or learners may identify words consisting six or 
seven letters : using the letters of these words one can derive two or 
three letter meaningful words. The words identified thus may be puj 
on cards. Some of the examples are given below. 


1 . 


2. 

ero3j?doaS0?fo « 

3. 

ns)?3 

4. 


5. 

£>S3S!3d 

6. 

rreodoid 

7. 


8. 

■aras&seStf s30?jd 

9. 

sjab.aSori .so^codo 

10. 



The learners are given the cards or the words could be written on 
the black board. The learners are asked to write as many two or 
three (or even four) letter words as they can, without adding any letter 
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to the ones given. For example, the following two, three-letter words 
could be built from the list of words given above. 


en:d3o2d03o 

ne)cd2 | &J353dOG§ 


0 «Oc)d •d03_ D ^ i 
Hc)330d9d3 

rastosa&r d03d 


5j^0,^ori,a59t)033 

Sd0^dd^e)0cdJ3d 


: C33s6, c3$d, erod, add, adel, d3, csdel, adds! 

: 3o^o, edo, 3o0, 3d0, croO, erodO, en:Q3o, 
3oSd03o, 9 o03o, SoOsd. 

i rra3, djei^sdo, edoc§, edocd, 

: irosdcd, dsd3, ^sssad, ^ed, sdsd^, £>cdad, 
Seeded, d3, <&3, sdcd, sd£. 

: tfd, su3d, 0 ^, arotf, sk3_,tf. 

: rre3, 3d d3, 3d, 3od, ?doq5e>, 3od3, 

: ssd, 3od3, 3^d, 3od, 3d, d3, dd, 3d. 

: tjo, tfd, 3d, add, do, dji> 22 , sdje>o, 
r3e)0. 

: docdo, d3^, codo, soa>d, 3o?^3d. 

: sjO, doO, do, ^)d, araO, oijsdo. 


The scoring is based on the number of words made. As the teach¬ 
er has already made a list of words possible out of the given letters, 
the scoring could also be based on the number of words made out of 
the total or on the basis of number of letters the words are composed of. 




GAME 32 


Pass and Build 

Aim of the Game ; Practise of sentence building 

Type of the Game : Group game. 

Requirements ; Cards displaying pivotal 

words of a sentence. 

Pasrs and build is a writing game- Here the learners arc required 
to add one component to an existing sentence frame or a word group 
and pass it on for furthur build up. It is essentially a sentence building 
exercise. 

As a prelude to the game some potential words like i. time adverbs 
ii. place adverbs, iii. verbal participles, and iv- other forms of 
connectors which provide enough scope for building long sentence may 
be put on small cards of size 4” X 2”, on either side of the word dotted 
lines are put. A list is given below- 

1. 3023, 23S?rt o , «n, c33£>0 A rio$3rt, «od0, EqdD. 

2. idood, djsd, d^d, 3doi3, gg, do^, yd, 

3. tjjscfcss,,' Lc&ss,, soono, Jodo, cSjsea. 

4. ftacsd, djserid. 

5. d&d, i3j3?<Sd, good, todo^d, aodo^dod, ^id^.dod. 

dodo^A, Redraft, 
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The learners are required to add one word each to the given word 
and pass the card to the next learner- The next learner reads the 
already framed word group or sentence and contributes his mite by 
adding on© more word. 

Two tasks are involved in this sentence building exercise. Firstly, 
the learner has to read the word and identify its function. Secondly 
he has to frame a meaningful word group by adding a word to the ear¬ 
lier one- The next learners have to do an additional exercise in the 
form of internalising the content of the already formed sentence and 
also foresee further framework of the sentence as well. Thus the 
game is a composite one wherein different abilities of the learner are 
put to test. 

A few examples of the sentences are shown below- 


1 ... 

2 . . 

3. ... 

4. .EbostoflsScvJ 

5. ... cfcsjotf 

Krafts 

6. ....ijooso^ ojjaft ?3es3c3 ijjsa 

7... ijooso^O^Sojjsn 

^11 SjcTO&pICS. 

8. .sjooo£>;d wrfeiritfsiSfi sjooso^ &0 


^Oa5j3D c3«5ktf5&Sy)0?J$r1 











Pass and Build 


9. .... ....AjeDcOrfeF^d^ sjoood^ wdedritfddrt 

SjOO^^O^Oojj^n ^jjo^SjJe)^ 

ag)d?o$rt 

10. ... ^deCcdo^dod ria^c&Fd^dcta doood?d 

CO *V 


efriedritfiddtf sroosoj eC^Co&sA doD^srorl 
€)$ i^c^il g^o^d. 

11 . ....^dirradroer^ ^desodogdcd A)d£d 5 Fd 3 

drfc 4 dooodd ededritfsjdrt doosoj 
cdosfi doo^easrld)^ i£)b?jdfS s^s^d. 

12. dorado &?pOTd i 5 ! ©0rtf ^deCcbegdcd 
Aj3o c t)c3?Fd^c^ idcoc dd ydsdn^ddri 
idooso^ tso^dccjein idoDS?e3S>ri€?j 
^F3e>$A)d. 

In the above sentence there are 12words and a group of twelve can 
take part in this exercise or it can be rotated among a small group of, 
say, four or five. 


1....dJSCS .... ... 

2 . dj^d 

.. a co . 

3. * .. djsd rtdseerfefcqj 

4 .djsd a ^g$ fijaeOritfcto* ^do^d. 

5 .docoepjsdocdo© djsd $€)$ rljseO 

rte^o 4 ^do^d. 

6 .fcddo sdodo^®docdo£> dasd 

rlJ3?Oii^?jo 4 ^do^d. 

7 .dedd edfddo sixk^js&oaftc djsd 

CO c® 


rtjs?Qiis?cdDi d. 

co «t eJ -° 
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8 .w rfesfcj &?jdo sjodo$ja*)ocdog c3jsc3 a 

rtJe>?0r1^ 4 to^d. 

9 . dDoQdorivji e rfeded &a^do £fcdo$j&£)o 

akss-rfjwf rtjwOrWc&j tfib,33j3. 

co a co 4 ei -» 

10. .mb# SooQdorivji e rfedd fcjjddo sjodo 

2^e^oi)0 c3jsci a rtJMOrto 3 ^ ^iJo^d. 

11. eoaS<? Soo£$ocjaje> « c3edd z^do £s3«srac3 
sjodo$js^oedog 203 od rfje)^ a =5^ rtjwOrta^ 

12. soaStf cbo&^odojei e ctedtd asiftk 
ijodo^jSeDocdog eoado tfgctfrtjseOritfc^ 
^D^d. 

There are 12 words in the above sentence and a group of 12 can 
build the sentence- 

Depending upon the level of achievement of the learners? the class 
can be grouped into groups of 3 to 10. In the beginning stages a group 
of 3 learners can participate and frame short sentences involving only 
3 words. Later as the learners’ familiarity with the vocabulary and the 
structure of the language increases, the learners may be grouped into 
bigger groups- 

The learners may also be asked to write the sentences in their note 
books- The tasks may also be related to the sentences and structures 
used in the textbooks. 






GAME 33 


Sentence Builder Disc 

Aim of the Game : To develop sentence building ability 
Type of the Game : Both individual and group 
Requirements : Two discs of radius 3" 

This game is suitable for basic, intermediate levels and can be 
introduced once the nature of sentence construction in Kannada is 
known. Wheress the set-up for the game is the same as the one des¬ 
cribed for ‘Word Builder Disc’, in the lower disc? instead of letters, 
words of different categories are put. The lower disc may have two , 
three, four or five segments depending upon the constituents of the 
sentence expected of the learners. Some types of sentences are given 
below. 

5jos3. 

«ijd 

soocfcrt sJofSrt 

WijdD 

emsdo S5is&. 

W5j{& S35>d £od£. 
c3e)c^) SjoSO&c^ 
ctort SocfOO 
«iic& 2o^0j05d?b. 

& s/usdo 
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In the initial stages the sentence builder disc should have words 
both inflected and non-inflected in full form. Some weightage is given 
for the structure of the sentence as well. The completely correct sen¬ 
tences are given scores. If there are four segments one of them may 
have some functional affixes. However, such a seperation may not be 
resorted to in the initial levels. 


Method of play 


The game may be played in two ways. In the first instance the 
learners are required to choose words within a segment and build sen¬ 
tences in which case a single segment should have a mixed bunch of 
different categories. In the second instance the learners are required 
to choose words across segments in a specified sequential order and 
build up sentences. In this case each segment of the disc will have 
words of a single grammatical category. 


Scoring for the game is dependent on the length of the sentence. 
Length will be measured in terms of number of words in a single sen¬ 
tence. The scoring may also be in favour of the variety in the deriva¬ 
tion of sentence types. However, this variable can only be considered 
at sligntsy advanced stages. For scoring purposes a sentence that has 
both the subject and predicate will be given additional weightage. Alter 
natively, if the teacher is able to list out all possible sentences which 
could be formed from a given set of words, the number achieved by 
the learner in relation to the total number possible could also be a form 
of scoring, in which case the learner would also know the potentiality 
of the given frame* 



GAME 34 

I Spy 

Aim of the Game : Identification of objects and 

developing oral expressions 

Type of the Game : Individual 

Requirements : Pictures of objects, people of 

different professions , animals, etc. 

The game is a good identification exercise for beginners. The 
game is ideal for second language teaching situation or early stages of 
mother tongue teaching. The teacher may utilise for this the vocabu¬ 
lary items he has taught in the class or the words introduced in tne 
textbook. Pictures of some objects of frequent use, people of different 
professions, animals are kept in a box. 

Method of play 

The teacher takes out a picture from the cox. He looks into it 
and without showing it to others he tells the learners ‘1 have an object 
beginning with the letter (^, ^>) etc. He may give very briefly 

the nature and use of the object. If the name ol a body part, its loca¬ 
tion, function can be given. 

Now the learners one by one start guessing the word. For exam¬ 
ple if the teacher says the word begins with the letter ‘ ^ ’ the learner 
starts recalling such words as 

3e3 ‘head’ 

‘plate’ 

The letters are so selected that they represent only already introdu¬ 
ced and familiar words. 
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The pictures may be either drawn or cut. Picture* may be pasted 
on a cards of 2 V x 2” size. 

The game is a good exercise for developing speaking ability among 
learners. It could be extended to some of the problem sound* of pho¬ 
nology in which case the letters and words selected should concentrate 
on the problem sounds. By doing so the learners are made to scperate 
the sounds time and again which would act as good reinforcement. 
Further the also provides the teacher with an opportunity to 

revise the vocabulary items already taught in the class. With limited 
time allowed to the learners and played at a fast pace the game will be 
very interesting. 

Scoring 

Five points are awarded for each word. Played between two group 
of learners the teacher may fix the number of questions and tabu! ate 
the scores to decide the winner- 



GAME 35 


Make a Story 


Aim of the Game : To develop individualized writing 
Type of the Game : Individual 


Requirements : Cartoon quips or pictures depicting 

the events of a story 


Making of stories by beginners involves individual efforts on the 
part of learners. This game can be played in different ways taking 
into account the level of language attainment of the learners. 

a- Tn the initial stages pictures showing the details of events of a 
familiar story are supplied to the learner. The pictures are numbered 
serially in the same order in which the events of the story occur. The 
learners are required to write (or say orally, if the game is played 
as an oral game) a couple of appropriate sentences about the events 
shown in the picture. Thus they arrive at the story. The learners are 
a’so required to bear in mind the already franed utterances, and to 
maintain the continuity. Scoring for this game is based on the correct 
ness and the appropriateness of the sentences to the events of the pictu¬ 
res The learners get +• 2 points for a correct and appropriate senten¬ 
ce. If the sentence is correct but not appropriate to the events he gets 
+ 1 only. If the sentence is appropriate but incorrect in formation the 
learner gets only 4- 1. 

b. Alternatively the pictures may be arranged in a sequence. The 
learners are asked one by one to say a sentence regarding the picture. 
The number of learners in a group will be the same as the number of 
pictures that make a comptete story. The pictures are shown one by 
one. The sentences told by the learners are written on the black 
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board. Alternatively each member of the group writes the sentence on 
the board and the group as a team completes the story. When the 
story is complete the group may be given as many points as the number 
of pictures that exist. If a particular learner either fails to give the 
appropriate sentence or misses the link m the story the teacher may 
correct the sentence or provide the correct answer but discredit the 
group with as many points as the number of wrong sentences or failures 
as toe case may be. For both the games the cards could be mounted 
or pasted on a board with sequent al numbers written boldly. 

In slightly advanced stages the pictures need not have serial num¬ 
bers. The pictures pertaining to one story may be put together, shuff¬ 
led well and given to the learners. The story may be told orally prior 
to playing the game, or a very familiar story may be chosen for the 
purpose. The stories narrated in the text boohs, historical events and 
other types of narration could be used effectively as source material for 
this, ar d some of the learners who are good at painting or drawing can 
provide the pictures or drawings. Cartoon quips which contain more 
than two pictures and involve short narrations could also be used. 

The learners either individually or in groups are required to 
arrange the pictures in proper order to make it a complete story and 
write down the story in their note books. Two points for each 
picture are allocated, one for the correctness of language expression* 
and one for the appropriateness of the sentence to the events, depicted 
in the picture. 

The teacher may note that in the narration of a story or an anec¬ 
dote some of the tense forms could be given special attention- Some 
stories could be narrated in simple past and few others in present con¬ 
tinuous tense in union with the occurrence of events oi a story. The 
teacher may either design the story to a particular type of narration 01 
issue instructions to the learners suitably to use a particular tense- 



GAME 36 
Combine and Write 

Aim of the Game : Practise of dative case 

inflections 

Type of the Game: Individual 

Requirements : Cards displaying dative case 

inflection 

The dative case is used for a number of purposes. It is used, 

a. when a noun is the ‘goal’ of a verb of motion, as in 

manege hoode ‘(I) went to house’ 
uurige hoode ‘(I) went to village/town’ 
aatakke bande ‘(I) came to play’ 

b. when a noun is the recipient of ‘benefaction’ (when some 
thing is given to someone or something) as in 

avarige kotte ‘(I) gave to him (hon.)’ 
danakke hodede ‘(I) beat the cattle’ 

In this game only the first two case relationships are dealt with. 

Three dative case markers are employed in Kannada. 

They are -ge, -kke, and -ige. 

Irrational nouns ending in -a and neuter determinants (including 
numerals) take -kke. Whereas in the case of the former -kke is 
added to the nominative form, in the case of the latter it is added 
to the oblique stem. 
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mara + kke-marakke ‘to the tree’ 

kelasa + kke-kelasakke ‘to the work’ 

id(u)a + kke -idakke ‘to this’ 

muur(u)a -|- kke -muurakke ‘to three* 

2. -ge is added to nouns ending in e or i. 


mane 

+ ge- 

manege ‘to the house’ 

tale 

+ ge- 

telege ‘to the head’ 

naayi 

+ ge —- 

naayige ‘to the dog’ 

bhuumi 

+ ge-- 

bhuumige ‘to the ground* 

-ige occurs after ‘a’ ending 

rational nouns and other nouns ending 

in u\ The final enunciative vowel is lost in the process- 

haavu 

+ ige- 

- haavige ‘to the snake’ 

niiru 

4- ig e -- 

- niirige ‘to the water’ 

raama 

+ ige-- 

- raamanige ‘to Rama' 

tamma 

4 ige- 

— tammanige ‘to brother 



(young)’ 

akka 

+ ige - 

- akkanige ‘to sister (elder)’ 

vimala 

-4 ige- 

- vimalajige ‘to Vimala’ 

This game is designed to practise the formation of datesive case 


inflections. Sets of cards for each of the above three types of dative 
case inflections may be prepared. Nouns which fall into these classes 
may be put on cards. 

Method of Play 

The game may be played both as an oral game and as a writing 
game. 

Oral game 

This game may be played by individual learners or between two 
groups of learners- If played as an individual game the task entrusted 



Combine and Write 


153 


to the learners involves picking of one card at a time and attach the 
suitable dative marker and say orally the resultant form. However 
the game may be played only after the learners are familiar with the 
dative suffixes. If the game is to be played as a group game the class 
may be divided into manageable groups of 20 learners each. Each 
group has 20 cards with them. A member of the first playing group 
takes out a card and shows it to a member of the opposite group right 
in front- If the member of that rival group gives the correct answer 
the group gets 4- 1 point. Now the second group takes its turn and 
shows the card to a member of the first group. Later the turn is trans¬ 
ferred. 


Writing game 

At the top of the black board the teacher may write all the three 
dative case markers column-wise. One learner at a time or one member 
of a group picks a card displaying the noun and writes the dative case 
form of the noun below the corresponding case marker on the black 
board. If the scores are tabulated individually the scores are given to 
each learner, and if the scores are tabulated group-wise the group gets 
-|-1 point.‘K In writing the answer, + 1 point is given for a completely 
correct answer ; for an answer comprising of spelling errors half is 
deducted. 





GAME 37 


Know the Postpositions 

Aim of the Game : Pmctice of postpositions following 

specific case markers. 

Type of the Game : Individual!Group 

Requirements ; Word cards for postpositions. 


Postpositions are added to the end of noun phrases usually after 
a case marker to indicate time, location, instrumentality, object of 
action, association, etc. Whereas some of the postpositions are typical 
of spoken Kannada, some are characteristic of literary Kannada. 

Postpositions fall into the following categories. 

a. Postpositions following genitive marker. 

b Postpositions following dative marker. 


a Postpositions occurring with genitive case marker are typically 
time expressions as in ninneya tanaka ‘till yesterday’ or expression® 
of location as in maneya hattira ‘near the house’. The following 
are some more examples. 



Literary Kannada 

Spoken Kannada 

Gloss 

tanaka 

manaya tanaka 

manetanaka 

‘upto the house’ 


money a tanaka 

niniietanaka 

‘dll yesterday’ 


hattara tanaka 

hatra tanaka 

‘till ten’ 

varege 

tootada varege 

tootadvarege 

‘upto the garden’ 


naajeya varege 

naale varege 
(154) 

‘till tomorrow’ 
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kelage 

tatteya kelage 
marada kejage 

tatte kelage 
marad kelage 

‘below the plate' 
‘under the tree’ 

horage 

uurina horage 

uura horage 

‘outside the town’ 

olage 

deesada olage 

deesadojge 

‘within the 
country’ 

munde 

deevara munde 

devar munde 

‘in front of God’ 

hinde 

maneya hinde 

mane hinde 

‘behind the house’ 

kade 

aakaaSada kade 

aakasadkade 

‘towards the sky’ 

sutta 

bhuumiya sutta 

bhuumisutta 

‘around the earth’ 

baji 

kere>a bali 

kere bali 

‘near the tank’ 

pakkadalii 

nanna pakkadalii 

Dan pakdalli 

‘beside me’ 

madhye 

uurina madhye 

uura madhye 

‘at the centre of 
the town’ 


Similarly other postpositions naduve ‘in between', budadalli ‘at 
the root’, tudiyalli ‘at the peak’ balakke ‘to the right', edakke ‘to 
the left'? hindakke ‘to the back’, niundakke ‘to the front’, uttarakke 
‘to the north’, daksinakke ‘to the south’ jote ‘with’ joieyalli ‘along 
with’, odane ‘with’, kuuda ‘with’, ondige ‘accompanied by’, 
sangada ‘with’ kaiyalli (kaili) ‘through him', horatu ‘without’ are 
followed by genetive case marker. 

b. Postpositions with dative. 

A small number of postpositions follow the dative case marker 
and those are mainly time and place expressions. Some of the 
examples are as follows : 

munce ‘before* uutakke munce snaaoakke hince 

‘early to eat, late to bath' 

modalu ‘before’ uutakke modalu uppinakaayi 

‘pickles before meals’ 
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aagi 

‘for’ 

avarigaagi (avarige-f aagi) ‘for 

him (hon.)’ 

nanagaagi (nanage+aagi) ‘forme’ 

inta 

‘than’ 

adakkinta ‘than it’ 
avaniginta ‘than he’ 

ooskara 

‘for the’ 

nanagooskara ‘for the sake of 


sake of’ 

me 


The postposition kade ‘place, side, direction’ follows the genitive. 
It is used individually or with -alii, the locative marker, particularly 
the place adveibs meele ‘above’, kelage ‘below’ 


meelgade 

k’elgade 

meelugadeyalli 

kelagadeyalli 


‘above’ ‘at the top’ 
‘below, at the bottom’ 
meelgade (eli) 
kelagade (eli) 


Note that in the above type of construction the ‘k’ of kade becomes 
voiced in the compound formation. 


Some postpositions which are by character adverbs occur with 


adjectival participles. 



kuudalee 

‘immediately’ 

banda kuudalee 

‘immediately on 
coming’ 



tanda kuudalee 

‘immediately on 
bringing’ 

aaga 

‘at that time' 

taruvaaga 

hoodaaga 

‘while bringing' 

‘at the time of 
going’ 

astaralli 

‘meanwhile’ 

tinnuvastaralli 

hooguvastaralli 

‘before eating' 
‘before going’ 
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astarojage ‘meanwhile’ ooduvastarojage ‘before reading’ 
‘before that’ 

haakuvastarolage ‘before putting' 

The above mentioned post positions occur frequently in 
conversation and in continuous writing, whether it be short story, novel 
or other form of narration. The following game serves as a good 
exercise for practising the case marker preceding the postpositions. 
The game is suited to intermediate level learners as familiarity with 
case markers is essential. Two games are presented here. 

a. The teacher may list some of the frequent post positions and write 
them on the blackboard. Some familiar objects like books, paper 
weights, pieces of chalk, ink bottle, eraser? spoon, box, pencil, 
stone, ball, etc., may be kept at different places for example on the 
table, below the bench, on the window, beside the chair, behind 
the black board, behind the door, etc. Each learner is required 
to locate the objects, use the appropriate post positions and either 
write down or say orally clearly the location of the object. At a time 
ten such tasks may be assigned. For completing ten tasks a specific 
time, say 2-5 minutes in the beginning and 2 minutes for slightly 
advanced learners may be given. It is also possible to make the game 
more interesting by gradually introducing a few unfamiliar objects 
which ensures knowledge of more and more objects. The game is 
suitable for small clases where there is space to move about- More 
interestingly some objects small and easily transportable could be 
hidden in the class and 10 students at a time may be asked to 
identify the objects and write exactly where they are located. 
Scores are awarded for the correct identification of object and 
precise description of location. 

b. Where facilities of the above said type are not available instead of 
actual objects picture may be used. For example, the drawing 
room in a house, a class room, a garden with several trees around 
amidst pond, benches, etc., a kitchen? head master’s chamber, etc., 
provide opportunities for introducing a wide variety of things. 
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The learners may be asked to see the pictures. Then several 
questions of the type ‘Where is the clock ?’, ‘What is behind the 

door?', ‘What is hung from the terrace ?’, ‘Where is the pillar 2’ 
etc., can be asked. For a picture ten questions can be framed- 
Given a time limit of 10 mts, the learners are required to answer 
the questions either orally or in writing. For time postpositions 
instead of pictures anecdotes, stories may be employed. 

Scoring depends on the number of tasks assigned. If 10 objects 
are to be located 10 points are awarded. However, the emphasis should 
be on the correct postpositions and the case marker added to the 
noun. 




GAME 38 


Put the Word in Right Spot 

Aim of the Game : Increasing vocabulary control and 

to improve reading. 

Type of the Game : Individual!group 

Requirements : Reading passages. 

The game may be played by elementary and intermediate 
learners. The primary motive is to make the learner read a word in 
isolation fit it in an appropriate space in a text. 

In order to play this game a short passage of about 250-300 
words is chosen. The complexity of the passage may be adjusted to 
the ability of the learners- Preferably the passages may be taken out 
of the text book, or chosen from popular children’s literature suitable 
to the age group and linguistic achievement of the learners. 

1 he following is an example : 

^23a3:0 aoei^osftcj ehcra .sjosa, irosj 

£rf>c>Fs3do eaticfc . ri&afc 

o 00 . ... 

sort TSsjjscpao^dsroft^. escj 


esddcrl^D.&)dc§o vsod^cnv^ tso&d WcddO euoso,, 

ij20,3j© 1982 d0 dsjo, 'JdSjDepdriD .. 

* v CO ... 0 Cv 
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rjs^^osj sor1 o .efd Ooej £?id© ssd 

O w 0 

. riajorf 2o0&, 33 ^303je)FOCdod£> <Dado, enD3d«^833ri^, 

co © 1 ij 

23^ij0 1982 sdo^o, ^eo^ije 1982d s3J356rt$<1.rioOcdodo, 

^e>O^J C5C) . £50d =a$d £3€X), <§0^0 tfdoQ$r)JdcQ6dft 

O O CO o CO 

sC/itooc^.cdcrasd ^ccoao^Dja) drift 

Sjftdft rloODo^ojs £j,rS$ 3 <S!s3d ^d&oc&fc. 

^3Odj3F0Cdor1^OC3, 32o, ^OCdDC^, SiCtioQoS, 

i^ojo-S^^, ^:o©^533cj, *ra§&c5, ^ri<£odoc&,. 

While writing the passage the blank spaces may be left for 
some words which belong to different grammatical categories. These 
words are however, given at the bottom of the text. To avoid auto¬ 
matic filling, a couple of more words than required may be given. 


Method of Play 

The learners are given the passages. If there are small number 
of learners each one may be given a copy of the text and the class may 
be divided into smaller groups or the passage itself may be written on 
the board. A definite time limit of say 15 minutes-20 minutes may be 
allowed. Now the learners are required to read the passage and 
complete it by filling the given word in appropriate slots within the 
specified time. They have to return the completed passage within 
the time. Whoever has filled the slots correctly is the winner. 

The game provides good scope for revising lexical classes. The 
teacher may emphasise particular grammatical categories in each 
passage. For example, one passage may contain oblique forms of 
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pronouns, nouns, verbal nouns, relative participles time and place 
adverbs, true and derived adjectives, etc. Though the nature of the 
grammatical item need not be emphasised, after some practice the 
learners should be able to identify the grammatical properties of 
vocabulary item inductively. As the sentences are to be read several 
times to decide the appropriateness of the word, it will be a good 
reading. 



GAME 39 


Not at Home 


Aim of the Game 

Type of the Game 
Requirements 


Teaching grammatical!Semantic 
categories of words 

Individual I group 

Word Cards 


The game is designed to teach/practice grammatical and se¬ 
mantic categories of Kannada words. The game is suited to inter¬ 
mediate level learners who are fairly thorough with the parts of speech 
of Kannada, at least the major grammatical categories like nouns, 
verbs, adjectives (colour, demonstration numeral) adverbs (time? place 
and action)? pronouns etc. It is not important to know the grammar 
as such, but at least the major word categories. They should have the 
ability to identify the functions of these categories as well. However, 
under each head several smaller categories such as, mass nouns, 
count nouns, animate? inanimate, rational, irrational verbs-transitive, 
intransitive causative, non-causative, etc., could be practiced which 
ultimately lead to grammar learning. 

• 

The teacher has to list some words for each of the categories. 
Words for each of the above categories are listed below : 

N—Nouns edocSon d£) mSOD 

Vt—Verb-Transitive LcOo ^FoO^ c3jS$Cfo 

Aj-Adjective FfocOOd =^OS£) 2~Oc00 coJSFC' ^050300 

( 162 ) 
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Ad-Adverb 0g gg 23J3?03ft £3$dG o 

Vit—Verb-Intranstive sfoorio £>$3 3 o 3 do 233 SoJSerio 

These words, individually, should be put then on cards of size 
3"xl" as shown below. 






With the word written on both the left top and right bottom 
corners inverted, the cards resemble playing card could easily be held 
in left hand. 

To stait with only two to four players can take part each repre¬ 
senting a particular grammatical category. If more grammatical 
categories are introduced to the game more pupils can join. 

Method of Play 

The main aim of the learners is to group the words belonging to 
a particular class. The teacher can take 10 noun cards, 10 verb cards, 
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10 adjective cards and 10 adverb cards and shuffle them all well. He 
distributes 10 cards to each of the four learners- They are required to 
hold the cards in their left hand facing them so that no one can see the 
cards. Now the learners are required to start grouping the cards. 
The teacher can illustrate by a few examples what cards belongs to 
what category. He will also assign roles for each learner, i.e., the 
cards he has to group- The first player (to be decided by a coin, or 
card upside down) if he is grouping noun cards asks a particular person 
if he has got a noun card. If the person approached, has the card 
with him he has to say ‘yes’ ‘at home’ and give the card to the player. 
Now the player has another chance to ask for more cards- If a parti¬ 
cular player does not hav.e the card asked for, he has to say ‘not at 
home’ and with this he will take bis turn- Now he will ask other 

player if they have. card with them depending upon the 

category he is grouping. Like this the game goes on- It is necessary 
that the teacher watch the proceedings as some may not be able to 
locate the particular card as belonging to the category asked for, in the 
beginning. The game may continue till all others complete the group¬ 
ing of their respective categories This game may be extended to 
semantic categories of word such as body parts, food, grocery) agricul¬ 
tural implements, dress material, ornaments, animals, (domestic, and 
wild) plants, kinship terms, professions, school equipments expression 
(qualities of person), games, directives, time indicators diseases, 
colours, coins, weeks, public places, places of interest, transport 
vehicles, names of flowers, adjectives of shape and size etc., may be 
introduced. 

It would be more interesting if each player can compile multiple 
categories, if 12 cards of 8 categories are put in play each player has 
to compile three or more categories- After all the cards are compiled 
each one hides the cards he has compiled without giving the clue as to 
how many categories he has compiled. The last player to complete the 
compiling starts collecting all the cards (categorywise) from different 
persons. If the persons approached has a particular card set say ‘no 
cards* with him he has to give it to the asker. If he does not have he 
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will wrest the chance to ask for card sets. This exercise is a battle of 
wits. If there are more number of people and more categories, then 
the pupils have to remember the following : 

a. No. of categories put into play- 

b. No. of player who have compiled cards. 

If the item in the cards are also to be remembered just like the 
cards game, it would be much more interesting. For example : 

Category Items 

1. mane, haalu, uuru> taayi 

2. kappu, kempu, cikka, olleya 

3. tinnu, heeju, oodu, nagu 

4. olage, meele, kejage, horage 

5 astu, svalpa, konca, estu 

In this case the learners have to remember the individual item in play. 
With the identity of each item known, the pupils have to really act 
with alacrity to guess who has which card with him. 

In the final phase, one who completes collecting all the sets of 
the cards is the winner. 



GAME 40 


Switch the Style 

Aim of the Game ; Introduction to different styles of 

the language—spoken & written. 

Type of the Game .* Individual!group. 

Requirements : Chart with stories, speeches written 

in one of the two styles. 

Like many South Asian languages, in Kannada also spoken 
language differs to an extent from the spoken version of the literary 

language. In Kannada this difference does not impede mutual intelligi¬ 
bility generally speaking. 

The differences between spoken and written versions are notice¬ 
able in phonology, morphology, syntax and lexicon, some of the 
examples are listed below- 

a. delation of the word final vowel/consonant/syllable 


written 

spoken 

gloss 

naanu 

nan 

‘I’ 

niinu 

niin 

‘you’ 

avanu 

avan 

‘he’ 

raamanu 

raama 

‘Rama’ 

bandanu 

banda 

‘came’ 

hoogiri 

hoogi 

‘go (hon)’ 


(166) 
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b. deletion of word-medial vowel/consonant/syllable 


written 

spoken 

gloss 

pettige 

petge 

‘box’ 

bengaluuru 

bengluur (u) 

‘Bangalore’ 

kelasa 

kelsa 

‘work’ 

pustaka 

pustka 

‘book’ 

hoogutteene 

hoogteene/ 

hoogtiini 

‘(I) go’ 

kanasu 

kansu 

‘dream’ 

insertion of a vowel between the consonants of the consonan 
cluster (mostly for Sanskrit borrowed words) 

praana 

paraana 

‘life’ 

priiti 

piriiti 

‘love’ 

traana 

taraana 

‘strength’ 

simplification of suffixation 


(i) doddavaru 

doddooru 

‘elder people’ 

cikkavaru 

cikkooru 

‘younger people’ 

(ii) ooduvudakke oodoodakke/ 

‘to read’ 


oodookke 


tinnuvudakke tinnoodakke/ 

‘to eat’ 

(iii) maadutteene 

maadteen e/ 
maadtini 

‘(I) do’ 

aaduttaale 

aadtaale 

‘(she) plays’ 

(iv) maneyalli 

maneeli 

‘in the house’ 

gidavannu 

gidaana 

‘tree (obj.)’ 
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daariyalli 

daariili 

‘in the street’ 


hanavannu 

hanaana 

‘money 

(object)’ 

(V) 

haaduvudarinda 

haadoodrinda 

‘by singing’ 


keeluvudarinda 

kee]oodrinda 

‘by asking’ 

(vi) 

hoogabahudu 

hoogbaudu/ 

hoogboodu 

‘may go’ 


noodabahudu 

noodbaudu/ 

noodboodu 

‘may see' 

(vii) 

baruvudilla 

baroodilla/ 

baralla 

‘don’t come’ 


muccuvudilla 

muccoodilla/ 

muccoolla 

‘don't close’ 

(viii) 

baredavaru 

bardavru/ 

bardooru 

‘who has 
written’ 


haadidavaru 

haaddovru 

haddooru 

‘who has 
sung’ 

(ix) 

bareda 

barda 

‘that which 
is written’ 


noodida 

noodda 

‘that which 
is seen’ 


e. Use of unaspirated for aspirated consonants : 


bhatta 

kathe 

nidhaana 

madhyaanha 


batta 

kate 

nidaana 

madyaanha/ 

madyaanna 


‘paddy’ 

‘story’ 

‘slower’ 

‘afternoon’ 
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bhandana 

bandana 

‘arrest’ 

samsthe 

samste 

‘institution’ 

merger of s, s and s into two s and s or one s 

visa 

visa visa/isa 

‘poison* 

sistu 

sistu 

‘discipline’ 

paasa 

paasa 

‘cord’ 

viseesa 

viseesa viseesa/iseesa ‘special’ 

seesa 

seesa 

‘remainder’ 

soosane 

soosane 

‘exploitation 

amsa 

amsa 

‘portion’ 

sikse 

sikse 

‘punishment 

prasne 

prasne 

‘question’ 

sv- cluster reduced to so- 


svanta 

sonta 

‘own’ 

svacca 

socca 

‘clean’ 

svara 

sura 

‘tone’ 

svaami 

soomi/saami 

‘a form of 
address’ 

svattu 

sottu 

‘property’ 

svapna 

sopna 

‘dream’ 

svabhaava 

sobaava 

‘nature’ 

vya- cluster reduced to ya- 


vyakti 

yakti 

‘person’ 

vyavasaaya 

yavasaaya 

‘agriculture’ 
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i- Conversion of isolated forms. 

As a prels. de to the game, the teachers may prepare separate 
lists of words which undergo change fcr sroken and written. Words 
may be listed covering each of the above cited phenomenon. The 
examples may be taken from the language of every day use, text books 
or teaching material designed for the learners, etc It is also important 
to make aware of the diglossic nature of Kannada and some exposure 
in the form of real speech in a situation, cinema, drama, recorded 
dialogues, interview, news bulletins, platform speech is required This 
gains more importance if it is a second language teaching situation. 
In order to make clear the conversion rules, and to highlight some of 
the characteristic features such games may be planned. 

The simplest form of the game is to elicit the spoken form for 
written and written form for spoken 

The following steps may be followed. 

1. Divide the class into two groups. 

2- 1 ach learner is given a chance to pick a card and ask the 

corresponding spoken or written form for a word. 

3. Any member/a particular member of the rival group 
(identified by serial No., position, etc.) may answer the question. 

4. After one question, the next member picks another card and 
questions the rival member 

?. Scores of4-1 for a correct answer, o for a wrong answer is 
awarded. 

6- The total scores of the group are tabulated after one 
complete round, i.e , each member having one turn of bis. 

Alternatively each learner can be given a set of 10,20 or 30 cards 
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huli gili ‘tigers or other animals like tiger’. 

mane gine ‘houses or other buildings’ 

tindi pandi ‘snacks and other munchies’ 

(in the last example pa is used with the main 
word tindi to indicate conjunction as opposed 
disfunction mentioned in the earlier 
examples.) 

(ii) beekee beeku ‘I definitely want’ 
hoogee hogbetku ‘definitely go’ 

(iii) male pata pata hodiitu 

‘rain fell with pata pata sound’ 

pataaki cata cata sidiyitu 

‘cracker exploded with cata cata sound’ 

(iv) band(u) bandu ‘to come frequently’ 

avanu band bandu tondare kodtaane. 

hakkina hoddhoddu saayistaane. 

‘kill the bird after beating it’ 

There are many such examples. Only a few are mentioned here. 
It is important to make the learner aware of these differences so that 
he can switch over to different styles of speech depending upon the 
need of the hour. There are many ways of achieving this. 

i. conversion of isolated forms 

ii. dialogue completion 

iii. narration 

iv. identification of colloquial forms in 
continuous texts. 
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vyavahaara 

yavaara 

‘transaction’ 


vyavasthe 

yavasthe 

‘arrangement’ 

i. 

initial/medial ‘h’ loss 




(i) haasu 

aasu 

‘to spread’ 


haaruva 

aaruva 

‘flying/brahmin* 


haara 

aara 

‘garland’ 


(ii) aahvaana 

aavaana 

‘invitation’ 


aahlaada 

aalaada 

‘pleasure’ 


madhyaanha madyaana ‘afternoon’ 


braamhana 

braamna 

‘brahmin’ 

j 

1 and 1 merging to 1 




boolu 

boolu 

‘bald’ 

k. 

deletion of case markers 



jayaraamanu 

jayaraama 

‘Jayarama (noun)’ 


hanumantanu 

hanumanta 

‘Hanumanta (noun)’ 


hullannu 

hullu 

‘grass (object)’ 


hasu hullannu tinditu — hasu hullu tinditu — 

‘The cow ate the grass’ 

avanu hannannu tindu sippeyann esedanu 
avanu han tindu sippe esda — 

‘He ate the fruit and threw the rind’ 

1. frequent use of echo words, reduplication. 

i. Some words are partially reduplicated with another syllable 
(usually gi- or pa-) before the partially reduplicated 
portion to mean ‘x and things like it’ 
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at a time. He may be asked to write for a given word the correspond¬ 
ing spoken or written word as the case may be in a definite time. In 
slightly advanced stages of learning the learners may even be asked to 
use both spoken and written in two different sentences. 

ii. Dialogue completion 

Dialogue, in day to day activities, is one form of speech activity 
which involves copious spoken forms uttered in natural situations* 
This could be effectively used to make the learners familiar with the 
spoken style. It also provides enormous scope for interspersing tag 
forms, intonation variations characterisiic of spoken style, vocabulary 
items, and idioms typical of the colloquial style. 

The teacher may choose a few situations and write complete 
dialogues covering the activity. Then some of the characteristic collo¬ 
quial forms, the ones mentioned in the previous paragraph are under¬ 
lined. Now the same dialogue is rewritten without these forms. One 
example is given below- 

In administering the game the following eteps may be followed : 

a. Each learner is given one dialogue- 

b. He/She is given a definite time of 10-15 minutes and is required to 
complete tho dialogue filling in the blank spaces the appropriate 
forms- 

c. In the preliminary stages a set of words could be given from which 
the learners may choose the appropriate ones- 

d. Scoring is done on the basis of the number of correct answers. 

iii. Identification of colloquial forms in continuous texts. 

The continuous text chosen for the purpose may be a story, a 
selection from a novel, talk a travelogue or an anecdote. The passages 
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chosen should contain rich and varied examples of colloquialisms 
involving verb patterns, numerals, negations of the type words of 
continuity esorf ssfi address words oe, sftsoroojo 

(sfcsoaofc) clitics woso^o, eooo, &raec£>, etc.. idioms, proverbs, etc. 

The task entrusted to the learners is to read the complete text, 
identify the colloquial forms and list them. 

iv. Narration 

Story telling or anecdote telling is one such activity which 
warrants good? fluent speaking skill as well as the understanding of the 
spoken nuances, more so if it is an informal context- Learners can be 
engaged in this type of activity which enables them to pick up the 
natural flow of the language at optimum speed of conversation. In 
the early stages, two versions -one written and another spoken—of a 
single story or anecdote may be given and the pupils may be asked to 
underline the differences. One example is given below. 

a. Written 


2oCC30 ^3<^£> SoOCjO . SoOCb ?J0 

oo -o 

&J0233 3o^S330JD§3. ©353d ^0330^00 

3oJ 3C&3§0. Coc)OOjo0 2 uQC 30 333 f»c3 Tf3elro30. 

CO 

§00233 03,4 3oE30 rfafc <3230 Ei) ?30o3o 
233Oj0g 3o£20 w ^0) s3d2€3 &US a 

Ood jdO aor& rraft iSrlcOo^o. 33 O, eodcfo ^30, 

£3 

sdoosdo a 330 6o?r1 330 oSficDO^O. 3o£cD e0&3o£ 

£3 

erl 30 333 sdo^? sojsdkio 

O —'CJ> 

26j3?C03^0. 
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b. Spoken 


2cOCT3,d.g 2 cod 0 Sood.O 

&10833 aBftsaO&O,. zsmti SbO^O&fcSds 6 a§jsdl 3 o . 

«wS ^ 

C3e)05O kOCHh^ vse<^. ftdC 3 5 ^0O23e) C3c> & 

^£30 <sd 0 ,. ^ 0 ? 2T3023 $ed,O^ 0 . 3cC30 

i3of©^. ©&,od $e? ase^rijse^d cSns^o. 

200 : 3 ^ 0 , adara, 0 , dojac^e 3o?rt ^oow 30 c3nc&. 

sbcso a§35«Oe;. s^rl f 30 cral 36;$ «odd»>odo 

£3 OO •—•'Cm ^ 

agjsdSSjs^odoo,. 

The underlined forms are spoken forms of the written versions 
given above Whenever such passages are given the teacher may list 
out these forms and provide a separate key to the passage so that the 
learners after doing the exercise may check the forms themselves. 
Alternatively the teacher may dictate a story in the written style first- 
Later he may repeat the same in spoken style in slow speed. Tho 
learners are asked to hear alternatively, list the spoken form whoever 
is able to identify more forms is the winner. 
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A Cat in the Basket 

Aim of the Game : Learning Synonyms 
Type of the Game : Individual 
Requirements : Word cards 

The game is designed to elicit synonymous words from the 
learners. The game warrants considerable knowledge of vocabulary 
through conversation and extensive reading. It is inherently a think 
ing game and hence more time is to be given to learners. 

For this game the teachers may collect some Kannada words 
which have hidden words within. This hidden word is got by rearrang¬ 
ing the letters, deleting one or two letters of the given word. Some 
examples are as follows : 


Word 

Citation for answer word 

Answer wc 

aakalu 

heelida kelasa maaduvava 

aa}u 

arasa 

kattinalli haakikolluva aabharana 

sara 

upaaya 

mane kattalu modala kelasa 

paaya 

ookuli 

sanna tuutu 

’ kuli 

kuruda 

nunupaada goodeyameele hattuva 

uda 

sagani 

illi cinnavuu sigutte 

gani 

beegane 

idarinda tumba tondare 

beene 
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naduhagalu 

illi aabharana kuuda sigutte 

naga 

karamacanda 

iiduu malagalu sahaaya 

manca 

ya jama ana 

nimma lekka tiirisiddiiraa 2 

jamaa 

harigoolu 

idu sattavarige smaaraka 

goori 

apajaya 

aadaruu dhyaana maadabahudu 

japa 

pracaara 

idaralli seevaka seeriddaanc 

caara 

ottige 

idarinda batte subhra 

oge 

amkusa 

ondu bhaaga yaavudu 2 

amsa 

horage 

idu iddare benki irabeeku 

hoge 

ambara cumbi 

a idu nimma citravee. aadare 
kannadiyalli 

bimba 

* 

b. iiga niivu tudige bandiddiira 

ancu 


c hiigaadaaga janara goolu 
aakaasa muttutte 

bara 

elegattari 

a. pagadeyaatakke innondu 
uesaru 

letta 


b. idu iddaruu tengina eleyannu 
kattarisakuudadu 

gari 

odakalu 

a- mayyige innondu hesaru 

odalu 


b. nadi niiru illige seeruttade 

kadalu 


c. padeda meele matte 
kodabeedave 

kada 

kaamakastuuri 

a. idannu elli haakabeeku 2 

makari 


b. nammuuradi ivana angadi 
tumbaa aavasyaka 

kaaka 


c. sanna praaniyannu koduttade 

mari 



178 


Kannada Through Language Games 


ujjugoradu aagalee baayalli niiru bantu gojju 

gidamuulike aadaru idondu aatada saamaanu gilike 

raajamanefana illi eliavuu joopaana jatana 

The prior arrangement for the game is as follows: The words 
on the left extreme are written on cards in bold letters. Below the 
word the citation— a clut for the hidden word—-is written. Wherever 

synonymous vs ord for the hidden word is available the word may be 

written in a colomed ink instead of the clue. This type is shown 
below. 


A B 


^USjO^Je) 0 


■ 

(**») 


(2§y&OTSc3) 


Method of play 

The card5 are put in a box. The player has to pick one at a 
time. He is required to read the citation or the synonymous word and 
look for a word which gives the exact meaning as desribed m the 
citation or the synonymous word. In the examples given above for 
(a) is the answer and for (b) is the answer- 

One limitation of the game is that it cannot be introduced to 
pupils who do not know either of the synonyms. Hence the game can 
be useful to learners who already possess enough vocabulary stock, 
either by contact of literature or other reason but do not use the same 
frequently. For such learners the game is a good recall exercise. 
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Scoring 

If played individually 10 seconds may bs allowed for answering 
each word- The player has to read the question word aloud and the 
citation for the benefit of other learners. If the card is big enough it 
can be shown to the class. Each correct answer fetches 1 point. 



GAME 42 


Guess the Guest 

Aim of the Game : Practice of the augments 

d, n, 1? y and v. 


Type of the Game : Individual 

Requirements : Cards displaying the nouns and 

case markers. 


In Kannada different relationships between the noun and other 
constituents of the sentence are conveyed by adding various suffixes to 
the nouns. 

Kannada nouns may end in ‘a’ (example : hana ‘money’) a 
(mane ‘house’) ‘i’ (daari ‘road’) and ‘u’ (haavu ‘snake’). Those nouns 
that end in ‘u’ have the last vowel as an enunciative vowel and such 
nouns may be considered ending in a consonant. 

The addition of various case suffixes to nouns is facilitated by a 
slight change in the nouns using consonants such as d, n, 1, y, v, or r. 

Some of the examples are as follows : 


rrara fa- 

—marada 

huduga ~{ a- 

—hu^ugana 

akka fa- 

—akkala 

■ . ne -fannu- 

— maneyannu 

pustakaf-annu- 

—pustakavannu 

adu f a —— 

adara 


(1§0) 
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However, the occurrence of these is conditioned as the following 
rules reveal. 


1 . ‘d’ for non-human nouns ending in-a in genitive, locative, instru¬ 

mental and ablative cases. 


Example : 

hana -f a - 

mara 4 alii - 

tala 4 a - 

mana + alii - 

vaara + inda -- 


hanada 
maradalli 
tajada 
manadalli 
vaa rad inda 


2 - ‘n’ for masculine human nouns ending in -a that have an optional 

gender marker, n occurs for all cases except nominative case. 


hudug; 

a (n) + annu- 

huduganannu 

huduga (n) 4 - inda- 

huduganinda 

huduga (n) + ige —- 

huduganige 

huduga (n) ■+ alii- 

huduganalli 

maga 

(n) + annu- 

maganannu 

maga 

(n) 4- inde —- 

maganinda 

maga 

(n) 4 - ige —- 

maganige 

maga 

(n) 4 a - 

magana 

maga 

(n) 4 alii — . — 

maganalli 


3. T for feminine human nouns ending in -a which havejan optional 
gender marker 1 . 1 occurs ivi all cates except nominative case. 


akka ({) -f annu 
akka (l) -j- inda 


akkalannu 

akkalinda 
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akka ( 1 ) + ige —- 

akkalige 

akka ( 1 ) -4 a - 

akkala 

akka ( 1 ) 4 - alii --- 

akkalalli 

giita + annu- 

giitalannu 

giita 4 - inda - 

giitatinda 

giita + ige - 

giitalige 

giita + a - 

giitala 

giita 4 - alii - 

giitalalli 


4. Nouns that end in vowels e, i and u take morphophonemicaliy 
inserted y, v. 

a. nouns ending in e and i take y. (for all cases except dative) 

mane 4- u - maneyu 

mane 4 annu- maneyannu 

mane 4 - inda- maneyinda 

mane + a -- maneyalli 

mane -j- alii -- maneyalli 

daari 4 - u —-- daariyu 

daari 4 - annu- daariyannu 

daari 4 inda - daariyinda 

daari + a - daariya 

daari + alii ——- daariyalli 

b. (i) nouns ending in ‘a’ take v (for nominative, accusative 

cases only) 

hana 4 u -hanavu 

hana + annu -hanavaonu 
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pustaka 4 u - pustakavu 

pustaka -f- annu- pustakavannu 

(ii) ‘u’ ending nouns take v before dative marker -ige 

guru 4 ige- guruvige 

magu 4 ige —-- maguvige 

c. Masculine human nouns ending in u take V in instrumental, 
ablative and genetite cases. 

guru 4- inda - guruvininda 

guru + a -- gu.uvina 

raamu 4 - inda- raamuvininda 

d. Other nouns ending in ‘u’ take -in in all cases except nomina¬ 
tive accusative and dative cases. The final ‘u’ of the base is 
lost in the process- 

uuru 4 - inda-uurinda, uurininda 

uuru 4 - a -uurina 

uuru 4- alii --— uurinalli 

5. (a) r occuis after neuter determinatives adu, muuru, ondu, etc., 
in instiumental, ablative, genitive and locative cases. The 
final base vowel is replaced by ‘a*. 

adu 4 inda - adarinda 

adu 4 a-adara 

adu 4 alii-adaralli 

muur(u) 4 inda- muurarinda 

muur(u) 4 a 
muur(a) 4 alii 


muurara 

muuraralli 
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As revealed by the above rules the insertion of the consonants d, 
n, 1, y or v and v in as part of the morphophonemic change has been 
developed in the form of a game. The guest mentioned in the title of 
the game is nothing but the new consonant which enables the combina¬ 
tion of the noun and the case marker by its presence. 

The game may be played by a set of learners who are already 
familiar with the case markers, their allomorphs and their distribution. 
For each of the above mentioned categories teachers may prepare 
cards displaying the left portion of the sandhi examples given above. 
Pouches made of polythene sheets or card may be prepared for each 
of the ‘guests’ as shown below. 



The pouches may be pasted on a wooden or hard board or 
merely mounted with clips. 


Method of Play 

The question cards are shuffled well and put in a box- Each 
learner is asked to pick a card from the box and after applying the 
rules of morphophonemics guess the guest (what consonant or augment 
occurs for that particular card) and write the combined form and put 
the card in the respective pouch. 
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Whoever guesses correctly and writes the resultant form correctly 
gets 2 points, one point for each of the two tasks involved. However 
in the beginning stages, the spelling errors that are made in writing the 
form may be condoned. If the error is committed in the first task of 
identifying the augment no score is given. 

If the game is played as a group game, a set of learners may be 
given the shuffled cards and assigned the job of separating the cards 
on the basis of the similarity in morphophonemic process involved. 
If a short duration of say 10 seconds is given for each learner to guess 
the answer the game will be more interesting. 



GAME 43 


Detect and List Differences 

Aim of the Game : To improve speaking and sentence 

building ability. 

Type of the Game : Both individual and group 

Requirements ; Pairs of picture cards in which there 

are at least five differences. 

This game can be played by a group or by individuals on their 
own. In order to play the game the teacher can collect pairs of pictures 
published in various magazines. The learners are required to detect 
the differences between the two pictures. Some sample pairs of pictures 
are given below. 
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The pictures given above are graded in the sense that the first 
group presents 4 differences, the second group presents 5 differences 
and the third group presents 6 differences. Further, it may also be 
noted that the objects of difference are part of the Kannada environ¬ 
ment. In other words, to prepare such pairs of pictures words from 
the books currently used to teach the language could be collected. 
While collecting these words familiarity of the objects, their frequency 
of occurrence and usefulness in situations faced by the learners, number 
of letters of the words, complexity of the letters (conjunct consonants, 

anuswara, etc.j used in writing these words, picturability of the words 
etc., may be taken into account. In addition, easy comprehension and 
ease of recall may also be considered. 
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In the initial phase of the game the learners will be required 
only to list the names of objects/characteristics that are missing in the 
second picture of the pair, i e., the students will be required only to 
write the proper words. In the second phase of the game, played 
either wsth a ssme set of pictures or with another similar set the 
students will be required to identify the missing item in a sentence form 
such as the following : 

a) toopi ide 

b) toopi ilia 

In the next phase of the game the following types of sentences 
may be elicited. 

a) avala kiviyalli oole ide. 

b) ivaja kiviyalli oole ilia. 

In the next phase of the game more complex sentential patterns 
of the following types may be elicited. 

a) avaja hattira oole haagu jhumaki ive. 

b) ivala hattira oole ide, jhumaki ilia. 

a) avana hattira pennu, pustaka eraduu ive. 

b) ivana hattira pennu iddaruu pustaka ilia. 

a) adaralli avana bcralu uddava&gide. 

b) idaralli avana beralu chikkadaagide. 

a) adaralli hudugana toopi doddadu. 

b) idaralli hudugana toopi adakkinta doddadu. 

As may be seen from the above examples the game may be used 
to elicit different grammatical categories and sentential patterns. 
However ? it is suggested that for all the comparisons other than the 
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listing of differences in words, some model is to be provided to facili¬ 
tate the learners to understand what is required. 

The following system, of scoring may be followed : 

1. Scoring may be done on the basis of the differences 
identified. 

2. If the game is an oral game the correctness of the objects 
identified and the clarity of pronunciation can be taken into 
account and scoring done accordingly. 

3. If the learners are asked to write down the answers the 
correctness of spelling may be given weightage. 

4. If the game involves buildup of sentences higher weightage 
may also be given by +5 points for each difference 
identified. 



GAME 44 

The Cartoon - Legend Match! 

Aim of the Game 


ng Game 


Type of the Game 

Requirements 


V^lopmen, of Readingism 
eomprehemion of cartoons. 

Roth individual and 


Cartoons from 

magazines. 


group 


newspapers and 


Newspapers and magazine, „„w u . 
various facets of life and social events ' A Stn| ’f /cartoons which cover 

Mguage learning boih the subject matt 8 r 8ht ' y advanced stage 
legend would be f 0Ua d very in ZZ ““ ~ tta 

the game more objective and approp^! *° 

hiking into consideration both the the ’ f tOODS are '» be graded 
(legend,. tbe 'heme and the li„ g n istic comew 

Method of Play 

To start with a 

could be separated and pastJdTnZldl ^ Iegends 

learner s iangnage achievement the ca “* in '° a “°“°‘ ‘he 
traded cartoons ate given below. ^ C °" ,d h *»**■ Six 
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#ga&d eigtj 


& $ e 8 oil ^ 

v «ad a ?d! 

The class can be divided into groups. The pasted cartoons also 
may be divided into two groups and distributed to the two groups. The 
legends are also divided and given to the two groups. Care is to be 
taken not to give a particular set of cartoon and its appropriate legend 
to the same group. 

By tossing a coin, the group to play first is decided. The group 
shows one cartoon card to the other group. Within a specified time, 
say 30 seconds the other group should search the appropriate legend 
for the cartoon shown. Only one attempt is allowed. If the answer is 
correct the group gets +1 point, one if the answer is wrong the group 
may get a nil point or lose a point as the case may be. In the latter 
case no + point is credited to the group showing the card as no 
linguistic activity is involved in showing the card. This can be conti¬ 
nued with the other group playing the game next. Taking into account 
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the total time available the number of cartoons can be selected. 
Further the cartoons could be selected taking tnto account the lingui¬ 
stic, cognitive level of the learners as also their level of appreciation. 

This game can also be played as an individual game, in which 
case it amounts to an exercise rather than a competitive game. In this 
case each learner may be given a set of cartoons, and appropriate 
legends both separately. Given a specific time and a specific number 
of cartoons scoring could be done on the basis of the achievement. 

This game is designed to develop reading ability among learners 
and also to make them aware of the nuances of both written and 
colloquial language. 

The teacher may note that the language of the cartoons is 
generally crisp, elliptical and the content very suggestive. A second 
language learner as well as young children will have difficulty in under¬ 
standing and appreciating those cartoons, whose understanding and 
appreciation depends solely on the linguistic content (legend). Accord¬ 
ingly for this audience the teachers may like to use in the initial stages 
those cartoons 'whose legend can be easily understood, based on the 
visual representation. At an intermediate stage cartoons that require 
an understanding of both linguistic and visual representation may be 
introduced. At an advanced stage legends that are highly elliptical 
and suggestive may be introduced. Note that it is indeed difficult to 
lay down a hard and fast rule, however the visual representation of 
anecdote, presenting humourous incidents is more easilv understood 
when the language used is plain. Cartoon appreciation while indicating 
the level of linguistic maturity also indicates an understanding of the 
events and episodes at the cognitive level. Accordingly use of cartoons 
purely for language teaching purpose will have to be carefully planned. 
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A Game of Nominal Derivations 

Aim of the Game : Identification of Nominal 

Derivations. 

Type of the Game : Individual 

Requirements : A square cardjwooden board of size 

2‘x2‘, a circular disc of diameter 1.5'. 


One of the ways of enriching the learner’s vocabulary is by 
enabling them to identify derivations from the already known stock of 
vocabulary items. There are several derivational techniques; common 
among them are prefixation, suffixation and compound formation. A 
vast majority of nominal derivatives in Kannada result from suffixa- 
tion. Predominantly nouns and adjectives are suffixed to form different 
types of nouns. A few examples are given below. 


paalane 

‘protection’ 

paalaka 

‘protector’ 

sandarsana 

‘interview’ 

sandarsaka 

‘interviewer’ 

yoojane 

‘plan’ 

yoojaka 

‘planner’ 

nirdeesana 

‘direction’ 

nirdeesaka 

‘director’ 

tapaasane 

‘investigation’ 

tapaasaka 

‘investigator’ 

kuruda 

‘blind’ 

kurudu 

‘blindness’ 

donka 

‘crooked’ 

dor ku 

‘crookedness’ 

hucca 

‘mad’ 

hi ecu 

‘madness’ 

kunta 

‘lame’ 

kuntu 

‘lameness’ 
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hedda 

‘fool’ 

-iga 

gaana 

‘oil mill’ 


lekka 

‘account’ 


Kannada 

‘Kannada 

language’ 


gaarudi 

‘magic’ 


hennu 

‘woman’ 


goovu 

‘cow’ 

-kaara 

oole 

‘letter’ 


gaadi 

‘carf’ 


naataka 

‘drama’ 


carma 

‘hide’ 


koo!u 

‘stick’ 

-gaara 

banna 

‘colour’ 


billu 

‘bow’ 


beete 

‘hunting’ 


baadu 

‘song* 


kate 

‘story’ 

Hkoora 

lanca 

‘bribe’ 


dange 

‘rebellion’ 


sujlu 

‘lie’ 


sulige 

‘fleecing’ 

-vanta 

buddhi 

‘knowledge 


195 


heddu 

‘foolishness’ 

gaaniga 

‘oil miller’ 

lekkiga 

‘accountant’ 

Kannadiga 

‘a Kannada 
speaking man’ 

gaarudiga 

‘magician’ 

henniga 

‘womanish man 

gouliga 

‘milkman’ 

oolekaara 

‘messenger’ 

gaadikaara 

‘cart driver’ 

naatakakaara 

‘dramatist’ 

car makaara 

‘a cobbler’ 

koolukaara 

‘one who plays 
with stick’ 

bannagaara 

‘painter’ 

billugaara 

‘archer’ 

beetegaara 

‘hunter’ 

haadugaara 

‘singer’ 

kategaura 

‘story writer’ 

lancakcora 

‘corrupt man’ 

dangekoora 

‘rebel’ 

suljukoora 

‘Her’ 

suligekoora 

‘one who fleeces’ 

buddhi vanta 

‘km wledgeable 
man’ 
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hana 

‘money’ 

hanavanta 

‘moneyed 

person’ 


siri 

‘wealth’ 

sirivanta 

‘wealthy man’ 


dhairya 

‘courage’ 

dhairyavanta 

‘courageous 

man’ 

-ike 

braamhana 

‘brahmin’ 

braamhanike 

‘brahminism’ 


dundugaara 

‘extravagant’ 

dundu^aarike 

‘extravagancy’ 


buddhivanta 

‘intelligent 

person’ 

buddhivantike 

‘intelligence’ 


ruupavanta 

‘handsome 

person' 

ruupavantike 

‘handsomeness’ 

-tana 

jaana 

‘clever’ 

jaanatana 

‘cleverness’ 


sullu 

Tie' 

suljuiaoa 

Tying’ 


arasu 

‘king’ 

arasutana 

‘kingship’ 


siri 

‘wealth’ 

siritana 

‘wealthiness’ 

-aadiga 

haavu 

‘snake’ 

haavaadiga 

‘snake charmer 

9 


huuvu 

‘flower’ 

huuvaadiga 

‘flower seller’ 


The arrangement for the game is as follows : On a square board 
a disc is placed at the centre- It is fixed at the centre in such a way 
that the disc can be rotated easily. Close to circumference of the disc 
on the card/wooden board ten circles are drawn and the ten deriva¬ 
tional suffixes -ka, -u, -iga, -kaara, -gaara, -koora, -varta, -ike, 
-tana, -aidiga are written boldly using coloured ink. At the circular 
edge of the disc the words which give rise to derivations are written. 
The size of the disc may vary to accommodate a suitable number of 
words. It is also possible to have discs of several sizes, with definite 
number of words 10, 25, 50, 100 and so on, which facilitate easy 
scoring. The arrangement is as shown below. 
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Method of Play 

a. The playboard is placed on the table or hung on the wall. 

b. Ihe first player (decided by spin of a coin or alphabetical 
order) is called to the board. 

c. He is asked to rotate the disc slowly and adjust any word to 
the correct derivational suffix. 
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d After adjusting the disc he is required to give the derived 
word- 

For example : 

(interview) (interviewer) 

e. In the beginning stages the player may attempt any word 
After familiarity with all the suffixes and derivational processes 
is achieved the learner may be asked to form one word using 
each of the derivational suffixes. 

f. In bigger classes each learner can be given one chance. In 
smaller classes each learner may be asked to form as many 
words as the number of suffixes. 

g. The answer may be initally orally and later in writing. 

h. The learner may be asked to work all alone and write as many 
words as he can in a specified time of say 15 mts. or 30 mts. 

i. For such learners who are not at all familiar with the words 
in the disc the teacher may give the meaning of the word and 
also the derived word. For example yoojane-yoojaka (plan- 
planner). The learner is required to identify the derivational 
suffix and point the same on the board. 

j. After a few such attempts the type of play described earlier 
may be introduced. 


Scoring 

For each word 5 points may be awarded. Thus each learner 
may be given 5 chances and the scores of individual learners is noted 
against a maximum of 25 points. Whoever gets most points can be 
declared winner- Alternatively grades can also be given. 
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20 and above — A grade 
Above 15 and below 20 — B grade 
Above 10 and below 15 —- C grade 

The teachers may note that two tests are involved here : 

X 

i) identification of the suffix, and 

ii) getting at the right word by combining the word on ite 
disc and the suffix- 

Scoring at the rate of 2 points for task (i) and 3 points for task 
(ii) may also be followed. 
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A Game of Verbal Derivations 

Aim of the Game : Practice of verbal derivations 
Type of the Game : Individual 

Requirements : Square board of dimension 3'X3‘. 

Circular disc of diameter 1.5‘. 

This game is similar to the game of nominal derivations. The 
same arrangement described for nominal derivatives can be used with 
necessary modifications. It is designed to practise derivations of verbs- 
In Kannada the following derivations are made using verbs. 


-ta 

aadu 

‘to play’ 

aata 

‘play’ 


noodu 

‘to see’ 

noota 

‘sight’ 


kaadu 

‘to louble’ 

kaata 

‘trouble* 

-ige 

udu 

‘to wear’ 

udige 

‘dress’ 


todu 

‘to wear’ 

todige 

‘dress’ 


eelu 

‘to get up’ 

eelige 

‘development 5 

-ge 

beeyu 

‘to cook* 

beege 

‘misery’ 

‘discomfort’ 


holi 

‘to stitch* 

hoi ige 

‘stitching’ 


uadi 

‘to walk’ 

nadige 

‘walking’ 

-ike 

tooru 

‘to show 5 

toorike 

‘showmanship’ 


niidu 

‘to give’ 

(200) 

niidike 

‘payment, delivery’ 
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haaru 

‘to jump’ 

haarike 

‘to escape’ 

-ga 

oodu 

‘to read’ 

ooduga 

‘reader’ 


kee|u 

‘to hear’ 

keeluga 

‘hearer’ 

-vu 

nooyu 

to pain’ 

noovu 

‘pain’ 


ari 

‘to know' 

arivu 

‘knowledge’ 


saayu 

‘to die’ 

saavu 

‘death’ 

-ke 

mole 

‘to sprout’ 

in o lake 

‘sprout’ 


be re 

‘to mix’ 

berake 

‘mixture’ 


gajisu 

‘to earn' 

ga]ike 

‘earnings’ 

-valike 

tiji 

‘to know’ 

tiluvalike 

‘knowing’ 

‘commonsense’ 


nade 

‘walk’ 

nadavalike 

‘behaviour’ 

-vanige 

mere 

‘to celebrate’ meravanige 

‘procession’ 


bare 

‘to write’ 

baravanige 

‘writing’ 

-e 

nagu 

‘to laugh’ 

nage 

‘laughing* 


horu 

‘to carry’ 

hore 

‘load’ 


kollu 

‘to kill’ 

kole 

‘murder’ 

-pu 

nene 

‘to 

recapitulate’ 

nenapu 

‘reminiscences’ 


hole 

‘to shine’ 

holapu 

‘shine’ 

-vikc 

haaru 

‘to jump’ 

haaru y ike 

‘jumping’ 


noodu 

‘to see’ 

nooduvike 

‘seeking’ 


aadu 

‘to play’ 

aaduvike 

‘playing’ 

-t 

tivi 

‘to stab’ 

tiviia 

‘stabbing’ 


kuni 

‘to dance’ 

kunita 

‘dancing’ 


negc 

‘jump’ 

negeta 

‘jumping’ 
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~te 

ale 

‘to measure’ alate 

‘measurement’ 


nade 

‘to walk 4 

nadate 

‘behaviour’ 

-vudu 

noodu 

‘to see’ 

nooduvudu 

‘seeing’ 


bare 

‘to write’ 

bareyuvudu 

‘writing’ 


tinnu 

‘to eat’ 

tinnuvudu 

‘eating’ 

-avu 

seje 

‘to draw’ 

selavu 

‘whirl’ 


mare 

‘forget’ 

maravu 

‘forgetfulness’ 

For this game also the same type of arrangement given fo r 

A Ga me of Nominal Derivation’ may be used. The data is arranged as 
shown below. 










GAME 47 


Fun with Idioms 

Aim of the Game : To familiarise some idioms of the 

type noun (body part) + verb. 

Type of the Game : Both individual and group 

Requirements : Idiom cards and meaning cards. 

Kannada has many idioms formed by the combination of a noun 
and a verb. Of these idioms this game concentrates on idioms in which 
a noun is the name of a body part. 

A few idioms of this type are given below. 



s3j3$f\)53J3C$0 

to 

Eft 


•jojsrto ijooO 


233 COO 333^3 

— 5jO# 3d,i3te&> 


i3j3?rJejj3C^3 

3003 

CO 

—SfS- t3x>£3rJO 

-J3 


— ^J303jt5^J3^0 

=0=30353030 

“fc?7^og,c33ft?k 

233COO 0 


3dJ3$3,38 J36 

~ 2§?ij?j^3n^3 

©0C3dj3C3>0 

— qSj^eOSH $03 
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— wsjsSE&torio 

sdocd^o —dddog sjvlr^o 

a 

&cJ02$£)ti0 

*3 Sddftpfo —tfozoo fQ a5$$& 

Q 

—djaJOdOSoc^D 

— esdri^ adra a:dor 
—sdrl^ gj^doep^o 

tfj&Qxo — 5o?^0 

d^SdO —?j2o3Cd0idj9td0 

^d^usrfo —~&o3oQpfa 

^0^2d2o2 —5&33©Cfc 

ts 

Fjc&^do, sjsrio 

ftj Q 

dCtof^O —d^sdos^D 

Wdo e3o?d o)0O —7^o£.(33fld0 

dd i3o?d djCdOC^O — dj^dMO - 

s&jsflsJ doed dd$^o — dsdcfo 

ti a 

ZuoStod ®3o?d £oo —esd^dddo, ’s^d&o&do 
^d deed tfjsO&tf js —aSd^ ^drl^jsdo 

do&rrao do?d £00 —eddd ddo 

Cd 

•S-do dd^d &e§sfo ~5o?^do^ de^odccgrl djeicdo 

Od 

eort.abd d?d &>& — epedo, '<ad,03odoo&do 

eJ oo * ’ ii 
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In the above idioms the first word stands for a body part. Based 
on these idioms a game is designed. But the game is to be introduced 
at slightly advanced stage since it will be difficult to grasp the idomatic 
meaning. 

It may be noted that structurally not all the idioms mentioned 
above are identical. There are at least three major types. 

a. noun -f verb 

tale tinnu ‘to cause worry’, ‘bother’ 

hotte hore ‘to earn bread’, ‘make living’ 

b. noun -f- verb (causative/transitive) 

karulu sundisu ‘to cause agony’ 

niiru kudisu ‘to teach a lesson’ 

c. noun 4 - place adverb + verb 

kaalu meele nillu ‘to be independent' 

‘to stand on his own legs' 
tale meele kai idu ‘to cheat', ‘to victimise’ 

a. The idioms and their meanings can be put on different cards. 

With idioms and their meanings on separate sets a matching game 
could be designed. With the class divided into two groups, the cards 
are distributed to the groups. One group has the idioms and the other 

their meanings- The game is to be played in two rounds- In the first 

round, the group which has the idiom cards calls the idioms and the 
other group which has the meanings responds by giving the correct 
meanings to the idioms called- Where as a correct answer gets a 
reward of -(-1, wrong answer fetches nil point. 

b. Another game could be designed laying more emphasis on 
the use of the idioms. This can be done by collecting a few utterances 
from popular fiction. I he learners are required to fill in the correct 
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idiom taikng in'o account the meaning of the utterance. This exercise 
may be done as an individual game or as a group game. Alternatively 
the learners may be a<ked to use the idiom in an utterance. This would 
enable the learners to understand the content of the idiom and the 
correct context where it is to be used. It is also possible to play the 
matching game in the reverse fashion as well. As regards, scoring 
higher weigh'age may he given to games which warrant the use of the 
idiom in an utterance. 

1. worioto eto 3o& 

ei co 

2. e0C3 r>&5 j ®3je)C&> 

3. exii spxtero 

4. ®oc3 tdoctodo 

5. 0o&3 £00 

CO 

6. 3cso ef<!to 

7. rt ®3oci ddo 

€3 S3 

8. rs to esrio 

Co V 

9. ^rao 

S3 

10. u£00 ^OaDetrlO 

11. =to tdloodo 

S3 

12. to 

S3 

13. ^cso £)$<&> 

S3 

14. to eoB'co 

S3 

15. to ooctdDd^o 

£9 

16. to Soto 

S3 

17. tosk 

18. Sooc^o 
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19. vzsUd&j 

20. mvo 3^0, 

€J 

21. ^do -S-e^o 

22. ^300 

23. ■&<£) 

24. -8-tio £>3^<g rod *o 

25. £>e^0 

26. &£) c3&3,rrario 

27. r^ ^2^0^ 

28. 

29. tfj ^300 3 o^?j0 

30. tfjrt &0t} rJ$cio 

31. ^ wJSeCSO 

32. ^ zoOnsrio 

33. rj £)*> S&3C&> 

34. ^ ijj^cso 

35. rj 5jj3C50 

36. % £o?co 

37. 

38. % XOCfe 

39. rj So£l 

40. rJ0d$r> r^ 

41. rbteo 

42. rioWeo cSjsc^cjo s3j3C§o 
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43. 

SO 

44. 

eeodo, &f) -orio 

eJ el 

45. 

3d <^4 3eono 

46. 

3d 

47. 

3d do 

48. 

3d dd3C50 

49. 

3dr1 &} 0 j 

50. 

3dr> 3do 

51. 

3dr1 coSddjS 

52. 

3dr> 3 o 2 ^o 



53. 

3dr1 

54. 

dd'^JS^ojodje) 

55. 

3d 3jsho ■ 

56. 

sd £)do sSjserlo 

o 

57. 

ad sd^jojjsrio 

58. 

3d 

59. 

3d s3o?d deo^do 

o 

60. 

sddoed djso^d^ 

61. 

3d s3o?d sdstiya 

62. 

3d dojd sle&jjo ed 

63. 

sdccod 

CO 

64. 

3d erotfftdjs 

65. 

3d eo3o 

mS 

66. 

3d soj^rio 
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67. dod eidC^O ijjSdO 

68. 2j2& 

69. ^Ddrrei) s3o?d <0eo 

co 

70. &j3cS 3§1 $00 

ei co 

71. F5do 

72. ^do eof^o 

73. c33®rt erod dosdo 

o 

74. c390rt(dOOS?^J3 

75. $D&f) dodo^o dj3do 

76. £e>©r> dfi&d 

77. ?330r1 djsdo 

78. ?raC>rt adC^ dosdo 

79. cS^ndo 

80. 233C0o &}0j 

81. 23Bcdo ri&.aSjserio 

82. 233cdo cSoOddo 

83. 23{^c3§ $0 

84. 23^53000 

85. 23^ ddjOrjo 

86. 23^ 

87. 23fjo 4 ^oC?jO 

88. ddq^d^o, 

89. 5203£0 ^gjS^rlO 

90. dooso^ do^ aos& 
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91. idOOSO dJe>S3dO 

92. doOSO S3^d0 dje>do 

93. doosod £eO$?oO 

94. dooso dooO 

95. dOJ3ftr> ^Odj 3o3&> 

96. dojsftrt ajocs aoi^o 

£5 

97. dojoAd dosd dd^do 

98. ©So, d$ddo 

99. sSo, ton ;do 

d o 

100 . do.cdoot) do 

d CO £9 

101. do.cdoos -8-£)cdJ3no 

d co 

102. d£)r> ^ 

CO 

103. aboo Soddo doo^do 

CO 

104. djsdj 5do, 

105. eoosd, tfseDo 

Sj 

106. eSjs^rt so dMjs 

107. sooed, n^rio 

ra 

108. djsd, dO?d ^d 20d, 053$tfj3 

d o eo 

109. d^dj bod 

110. aojstt, doed e6js>& 

So 



GAME 48 


Match the Similies 


Aim of the Game 


Type of the Game 
Requirements 


To familiarise popular similies and 
and allegoric expressions. 

Individual I group 

Cards displaying Similie-phrases. 


On several occasions one uses similies to make one's idea clear 
to the hearer- Thus in day to day speech we come across similes o r 
comparisons which have more potential to convey a particular idea 
effectively than through ordinary words. Such comparisons may be 
contempoary or may belong to remote past. Many of these go back to 
the period of epics but they are still in vogue. Our past epics, perso¬ 
nalities, trees and animals, objects have provided more examples of 
this type. Curiously when they are used in continuous conversation 
or in a talk one rarely sees the truths of the anecdote attached to the 
similie but perceives the effect of the idea of the speaker more clearly. 
For example if somebody says 6 ganapaliya maduve' the hearer immedi¬ 
ately perceives the characteristics of indefiniteness or postponement of 
the topic referred to, than the truth of the legend connected with Lord 
Ganapatbi's marriage. Some of the very popular allegoric expressions 
and their meanings are given at the end. 

Two games are designed to familiarise the learners with the 
similie phrases and their use in contexts. The game is suitable for 
intermediate and advanced learners. Familiarity with the spoken 
nuances, extensive reading of literature of various types help perceiving 
the idea well. 

These phrases cover a wide variety of semantic aspects such as 

( 211 ) 
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agreeing, disagreeing, positive, negative, derogatory, praising, persmal 
lity traits etc. It is interesting to classify the similies on the basis of 
their semantic intent or on the basis of objects or personalities or 
animals involved. The following are some of the examples of semantic 
classes. 

a. Expressions concerning gods, goddessess, personalities and 
legendary figures. 

examples : Ganapati 
Trisanku 
Kubeera 
Naarada 
Viswamitra 


Expressions concerning animals . 


examples s jigane 

kaage 

haddu 

hiavu 

kuri 

bekku 

manduuka 

naayi 

chataka 

kooli 


c- Expressions involving planets, stars and other celestial objects- 

sani 

brihaspati 
suurya 

dhuumakeetu 

d. Expressions concerning epic works. 

examples * Raatnayana 

Mahaabhaarata 

Puraana 


examples : sukra 
raahu 
dhruva 
chandra 


Kumbhakarna 

Hanumanta 

Mohini 

Daksa 

Chitragupta 
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e. Expressions on objects around. 

examples : chamacha balli 

gaandhitoopi iichalumara 

jaalimara adikemara 

The similies may also be classified on the basis of moods or 
attitudes such as anger, laziness, alacrity, intelligence, beauty* ugliness, 
happiness, poverty, loveliness, haste, lieiag etc. 

The teachers may list some of these forms and grade them 
taking into account the familiarity of the learners with the legend or 
mythology, animal world or personality and the idea implied by the 
similie. 

Game (a) For each of the similie a card is prepared. For ensuring 
familiarity the meanings of the similies a matching game can 
be designed. The matching game may be preceeded by an 
anecdote narrated by the teacher. The anecdote may have 
about 5 or 10 similies- The learners will be given the cards 
and will be asked to match the meaning with the similies. 
With the context already given in the form of an anecdote 
the learners would comprehend the semantic cannotation 
easily. A score of +1 may be given for each correct 
matching. 

Game (b) This game follows the one described above, because it can 
be played only after some familiarity with the expression is 
achieved. This game involves narratin of an anecdote or a 
story to suit the similie. The following steps may be 
followed- 


2 . 


About 10 cards are put in a box or tray. 

The pupils are asked to pick one card each from the lot. 
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3. They are given a time of five minutes to think and plan a 
story or an anecdote involving the similie. 

4. After five minutes they are asked to narrate the story. 

The teacher may give scores on the basis of 

(i) perception of the meaning of the similie 

(ii) planning of the story 

(iii) narration of the story. 

The same may be given as a composition excise as well and 
the learners may be asked to write the story. 


Some of the similie expressions are given below : 

1. rtecigj^crfo sjocjosSoiooiS— 

4 bo sb 

2. tljsesjocbod rlele^^o^ — 

3. riort ri^OojooiS &S3/5 —objsisssrlojo 

^ajoosjiSdo 

4. ed r^dsjo.bsssrl—s3oo4 ,c5 

soon^Jo 

5. rlorlojoo^ sjob^ _&c^533cj sJoj&foj 

6. dsj rfofto&orf Soart — ^oorb 

7. 2>sj£r) eroadc5ez5—id^Fisscj iSvti 
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8. 

d^cdo& do^ 

a sr 

— rJO^Jj5£3F o33d®33rio 

9. 


—zsdddo^ 

10. 

d/lFdOSO 

—ddtf ^ododsfioo 

11. 

sfrio 

—dO ^od ^do 

co 

12. 

<sod,do;3 

—55,#532530, 300233 

W 

$J3efi, ^3®j00d 

13. 


— #cdoo^d 

14. 

dscdooddo^ 

— 0$ dsde33fi 
rJOdCrjOd 

15. 

^odeddoii 

— 0^ eOd^do3 

16. 

c33dddo§> 

— SAisdjsdo didoriodd, 
233&d033C3o^Cdd 

17. 

rioqj^do^ 3oc)do 

“~^0su3n, rjO253^, d^cxdft 

dbe^do 

18. 

dj3S33Fddog 

— 0 $ =tfjselo, doDodjselo 

19. 

do$, enjsc^Sojoo^ 

— wSrtood©, 0$ : s i odj3d, 
0«§ 3o3dd3d 3j3?0d0 
ddsd 

20. 


— 0$ ddj?53^S33d 

21. 

dd 

““eud^^jd? to?(Sdodd 

22. 

2te,rbd,d eosd 

—C33SO£3c£)O0d £34 3o3tfo 

CO u 

23. 

do^doig 

_3?2^dod ^J3dd 
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24. en 4 ojoo^ 

— ddF?oo^d 

25. q3o,®3 

— £o$s3 e ft di33ft ^OOdej, 
e3dod£3rio 

26. 25«33tfcdo3 

—e3cx^2ooc3 5oo233£>ftod 

27. wdooqS&afcoS 

— 3)3^ 

28. 

—ftdddftd 

y Q 

29. 20 , 26 ^^ 

— dosd ®3d, 

a z> 

30. 8D.S53X 

vV 0 \t£/ 

~ -djsd £3ft „ SCOssSdO 

a ~=s> 

ft^dod SADgjelOjo 

3 1 . SoD5j & qj£c;3 

—ftoodosorl 

32. OSSjOSgjSSdoiS 

—etl/^eccjj &©edddo 

33. ®330 ?foft/s3 

—ddj3?0rte3d &/3?dddo 

34. Dssjea ^oo^eardoS—MaSs? dos^crad 

Ajsedddo 

35. 03 do23323 

— SOZ^STOft Sp^OSdod 

36. Ociijoac)^ 

—ftosb?d?d 

37. d,ojo^ 

—300233 d Ojodddo 
<* 

38. dooqfci 

~233d^J3 50 

39. dwOodoc^ 

— aed'F^odddri =5=3do 

40. i33dd 3??3 

—do^s? ^ 

41. O3idJ3Od0£3 

—&$> &ed»F ddd 
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42. rloMo adcdosjoo^rfoS— 

^jac&do 

43. aoSJOSjOO^pSZSBOdo^—^020 R)?S?5J3ft 

^OjODS^ SoJ3?rl0 

44. ■estfo-tf'fr, ®3;>^03?i3— ^q^add/a 

s 6 ^o • 

45. osijearf aloeSjrt sbjs&’jaSirf si^rt—3oow 

3Do h 

46. —.Seos £>V«5 aodo ., 

47. ODsjjaiOjo^^, ossjessofo^V-ad^*® 

2o^>cdi) i^c'S^rio 

V 

48. Oc>s 3S3 ijDodjsedOojoo^—H oC^ fid Sood$ 

Ce 

£>&jd. riod£fic;3 

. 260 dirt e 6 do sjojo^o, 
u ^ 

49. $d fe 030jo —sj^jSjcJ? s6?tfods3 

50. £90^J3 tfOO&ajptf^rt D32^ g0_JSr3^ 

•J CO 



GAME 49 


The Dice Game 


Aim of the Game : 
Type of the Game : 

Requirements 


Recall of the vocabulary items. 
Indi v! dual/group 
A wodden cube. 


This game is essentially a word building game and can be played 
in more than one way. 

The primary requirement for the game is a wodden or a plastic 
cube. Cubes can also be made from empty cigarette packs- The 
cube has six faces and six letters could be either engraved or written 
on the faces of the cube. 



Game No. 1 

This game can be played by two to four players. As to who will 
play first is decided by rolling the dice once and noting the letter. 
Whoever gets that comes first in the order of the alphabet will earn the 
chance to play first. The player is required to put the cube in a 

( 218 ) 
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cylindrical vessel or a glass bottle and shake well and put on the 
ground. Whatever letter that is on the face pointing upwards is noted. 
The player has to write a word beginning with the letter in about 5 
seconds time. He can write the word in his note b >ok or on the black 
board. If he makes a two-letter word he gets 2 poi its, three-letter 
word three point and so on- The scores of individual players can be 
tabulated after 25, 50 chances/rounds. If a player commits a spelling 
error in writing the word, he will lose for each error one point- The 
player who scores more number of points is the winner. 


Game No. 2 

For this also the same cubs is used. The only change is that 
more restriction is put on the selection of letters for word building. 
Instead of a single turn the player rolls the dice three times and out of 
the three letters plus the vowel combinations plus gemination he can 
make a word. Here again for the three letter words the player gets 3 
points, for a four letter word he gets 4 points and so on. After 10, 20, 
or 30 attempts the scores may be tabulated. The learners may be 
asked to write on the black board the words they make. Additional 
constraint in the form of penalty for spelling errors may also be 
introduced. If there are any spelling errors the teacher may point 
them out immediately after a word is made and write it on the board 
so that other learners may write down the correct word. For each 
error one point is deducted. 

It is important that teachers identify potential letter groups from 
which maximum number of words may be made. As only 6 letters 
could be accommodated in a single cube, the teachers may also take 
into account the letters already taught and the vocabulary items 
introduced in the text book. 
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I give below 10 groups of 6 letters each. Additional groups can 
be formed by the teachers learners themselves. 

1. So r$ 3 & d 

2. d <25 ^ ri fii o 

3. so odo ?$ ido $ d 

4. ^ sdo cdo ri d & 

5. si d ^ so o ^ 

6. sD £ d si o sdo 

7. sd ri d o 

8. S3 ado rd S> ll 3 

9. ©d id ®y ©y ri cd 

10. & 20 © rd S3 d 



GAME 50 


Who am I 


Aim of the Game : 
Type of the Game : 
Requirements 


To revise vocabulary items already taught. 
Individual 

As described in the game. 


This game is suitable for revising vocabulary items already 
learnt. The game is essentially an entertainer since a puzzle is to be 
solved to arrive at a word- The puzzles also serve as good reading 
exercise. 

To start with, some of the vocabulary items already learnt by 
the learners may be listed. Three or four line puzzles which involve 
the letters of the word in question may be composed. One example is 
given below. 


dcsdcdoOdod doddCio. 

o') coco 

fWdOdod, ^dd<£)^, 

CO CO 00 

CO CO CO 

oftsdo ? 

The above puzzle gives clues about the three letters and $ 

which together form ‘crocodile’. The word clues are dicsd, dod ; 
tfsi, 3d; and 3$. Each pair contains two two-letter words by comparing 
which the learner can arrive at one letter of the word in question. 


The puzzles can also be graded in the following manner- 
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(i) two-letter words without clusters like srau, 
do® etc. 

(ii) two-letter words with clusters like &ex>, drao w . 

(iii) three letter words with one cluster like ^3, 

(iv) four-letter words with like sasiraddo, riSoirad, fioodoft 

etc. 

Some more the puzzles are given below- 

1. tood0dod eo3Od0Q 

CO CO CO 

sre^oi^dod 33«£d0o 

CO 

sacso d:3,^ iit&oio ddo, 

sado ojjado ? ooi^d : as? 

2. djsdd0dod dbdd0o 

co ro 

53yd£d0£> gD0d0O> 

CO CO 

W&ddaSPSdOOjO ;&^?0&3o 

arerado addo riodoSftSo. oodd : sireo 

3. rtredoi)0dod rioaoi)0o 

CO 

2odai0dod da v d0C> 

co jj ro 

£<?S?ddOi1 £tLOi)d deS&d 

6 

srado oired:> ? srad.d : riased 

4. ^dcdofidosS 2o<°doi)0a> 

CO 

S3dd0dod 3reOd0O 

CO 

gjad&rask 3o3da>o doda g^fsod 
sodo& dd^ajo des?o aes& eroded: srod 
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